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you won't choose from pre-made 
units like in typical strategy 
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| here's no doubt 
, about it, 1998 was 
| PlayStation’s best year so far. It 
seems like we say that every year, but 
the damn thing just keeps doing better and Det 
ter! But looking ahead to ‘99, our favorite | 


system could very well be facing some <a | 
ri . 


of Its biggest challenges to date. 

First off, there's Sega and its = 
new Dreamcast console. Despite a messy 7 
Japanese launch, it's got alot of good buzz 
right now, and Sony would be wise not 
to underestimate the company that 
once came trom nowhere to 
give Nintendo a bloody nose. 

Then there's the sim- @, 
ple fact that PlayStation isn’t 
as young as it used to be. 
Chances are most developers 
have squeezed just about every 


ere Te 














Just what doit se payee b have up its 
sleeve for the yedr ‘ahead? Um, nobody knows 
actually, but we’re orang on Sa out! 





drop of power out of the machine, and that future 
PlayStation games won't look significantly better than 
the ones we've got now. 
50, does this mean that Sony is finally 
going to lose some steam in ‘99? No 
way. Even if the hardware is maxed 
out, there are still loads of great 
ideas out there just waiting to be 
tured into great games. And who 


‘bunch of incks up its sleeve. Pies 

are flying about the company’s 
_ new plans for the PlayStation, and 
* in a month or two, we should 
Know a lot more. Watch this space. 





CHRIS SLATE, 
EDITOR-IN-CHIEF 


Ore ian po ee u THINK? 


eae (i 
How for Cy 
Sony wait poets 
PlayStation 2? — 


Seay ie: cite suioeed a at 

the results to this one. We - 
fully expected EN cia eli ie 
demand a new system now, but — 
it looks like most of you are 
Nappy with the PS you already have. 


Beer we started to 
put polls up on our 
Website (http://psm. 
Teles ce) ecliieiiias 
two questions, we 
wanted to get your 
take on the future of 
PlayStation. Here are 
the results... 
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‘ery issue, we match exciting 

=a JNew games with today's hottest 

illustrators to create the PSM cover. 

| We take pride in creating quality origi- 

| nal artworky’to present our magazine 
| at the highest possible level. 

___ This month we worked with an old 
buddy of ours, Art Adams. He did last 
year Ss January cover for us, as well as 
the cover to our first ever issue. Art's 4 
next project is a small backstory in an a p) 

First, we had to dak ata ious. 


upcoming issue of Danger Girl, and of | jg nonin the contin 
course, hes always working on his | year Re: ton Kain 2 was an easy pick, as 


own book, Monkeyman and O’Brien. See on 
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Summer 








Question 2: — 
Who will es  _ 
Gr com 208 US 

etitionin 99? = AXtneyree .. 
B | 2 2 E}S}), 6) 
Witossiiersfelaateles oil cc lial SAG. 
that Sega and lis upcoming. 4 ‘| hy, -9e 
Dreamcast will pose the | 
biggest threat to Sony's feign. 
Most of you havent heard of 
Project X, and probably never will. 


ACE 


The Aaa is a pate great cover hand is tal- 
enfed Mr. Adams. Af this point in time, this is the 
group that personifies what the PlayStation will be 
i in 1999. What a year it’s gonna be! 


.. treet Fighter Alpha 3 kicks ass, so we Biss 
chose Chun Li, and even though info is scarce 
on the next PlayStation Resident Evil, it still 
deserved to be shown with the big guys. 
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Likes: All tyoes of games 
Hobbies: Comics, hoops 
New Year's Resolution: 
| promise not to yell out swear 
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Jeff “Free” Lam Intern ee them cry. It's charm has kinda 
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Likes: Racing, Simulations 
Hobbies: DJ-ing, drooling 
New Year’s Resolution: 

This coming year | promise to 
finally move on to big kid jam- 
mies without the little padded 
feet on the bottom. 
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Hobbies: Screenwriting 

New Year's Resolution: 

This year, | plan to cut back on 
Mee greasy take out food. 

‘A | Unfortunately, that means | 

= could starve to death. 
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sees et Application to mail Pad eee rate. a HONOHUE 
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distribution is handled by Curtis Circulation Co. Basic subscrip- | Managing Editor 
tion rates: one year (12 issues) $20 U.S., Canada $34 US. 
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U.S. Prepaid in U.S. funds only. POSTMASTER send changes _ 


anges . What he does: 
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New Year’s Resolution 
CPC Int'l Pub Mail # 1195484 ) : ext 


Bill’s Quote of the Month: 
MEDIA® WITH PASSION 


PTT 


Imagine Media, Inc., 150 North Hill Dr., 
Tee ae Nhe 
(415) 468-4684 www.imaginemedia.com 





CEO © Chris Anderson 
Vice President/CFO » Tom Valentino 
ee Oy MCR UC mm CIMACT ey 
Tr MOTs] Mm Ae CTT 


NC Ste ERY Oh 
President « Jonathan Simpson-Bint 
(PC Gamer, Imagine Games Network, 
PSM, PC Accelerator, Next Generation, 
The Den: Daily Entertainment Network) 
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President » Mark Gross 
(Business 2.0, ChickClick, MacAddict, 
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Imagine Media is at aimed ae UME ee EES 
PES Be Ee AS MR ee eg 
for the Internet. These are passions we share. 

Our goal is to feed your passion with the greatest 
ED EPA ee Le CRA OD CBE ee 

We love to innovate, we love to have fun, and we 
have a cast-iron rule always to deliver spectacular 
SUE eae eee ee ed 
to give you the information you need. With any luck, 
we'll even make you smile sometimes... 

Thanks for joining us. 








| Hobbies: Writing, Anime 
| Hmm... sounds like last year. 


Likes: Shooters, Racers, Fighters 

| Hobbies: VVhat else is there in 

| life besides videogames? 

| New Year's Resolution: 

| |‘m gonna try to get out of the 

| house more often. | hear there's 
this thing called the “Sun...” 








New Years Resolution 


Eug' S : Quote of the Month: 





Likes: Fighting, RPG, Racing 
Hobbies: Anime, Movies, Comics 
New Year’s Resolution: 

This year | promise to let the 
other staff members drive the 
PSM tank, | shouldn't be the 
only one having Tun. 





Likes: RPG, Adventure, Plattorm 


New Year’s Resolution: 

As a friend of mine would say: 
“Shed a few polygons” and 
shake those unhealthy vices. 





Likes: Every kind of game! 











EVGENE GARY LIEW 
>) WANG Graphic Designer 
| Art Director 
- = aca What he does: 
# / What he does: us esi kee 


New Year’s Resolution 


Gary's Quote of the Month: 






This is ‘our promise “fo “yo , i 
Play Stalag gamer, who deserves nothing | 
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| “Packs serious action - plentiful gameplay with vanced games on 
| raphics and souns nline =] AT ae 





“Plays fast and chaotic. Literally dozens 
of units can be on the screen at one 
time, and the battles that take 
place are epic.” 

- PSM 
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e Virtually unlimited replayability. 
Unbelievable destruction. 


¢ Command massive brigades of sci-fi 
troops, tanks, gunships and bombers. 


=| hot Se FT ee ie e Explosive 2-player action — unload 
hi-tech firepower against a friend. 
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elcome to NBA ShootOut ‘99. Where 
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a ticatidacliclinircirtiedivdl cacti s 


ee a TT 


| | you don {just test other players SKIIS, 


——ee 


you test [heir manhood. Are you ready 


to run the Bulls Triangle Offense? Can 


eee eat ot tet retire a 


you shut down Utah's pick-and-roll? 





30 what it takes to bang the boards 





ee 





with the league's widebodies? This year, 





anita Pies 








NBA ShootOut ‘99 returns to the court 
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with all-new player and arena graphics, 


Authentic Basketball Intelligence that 


———— 


ee ie 


has players and teams running the 





floor just like they do in the NBA, Iotal 
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control Shooting for ultimate shot ee A 








control, and play-by-play from NBA 


eet Tete tit a, 


announcer lan Eagle. NBA ShootOut 99. 


: Find out what you're made Of. 








www.989sports.com 
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»  », Crash must once again gather all the 
4“) Crystals and Gems in order to save the 
* VY world. Our strategy will show you how. 
Plus, with two secret levels and a new Relic 
feature, you can earn your way to 105%, 

and that's where the real satisfaction lies. 

50 stock up on your favorite caffeinated 


beverage, and let's crack this game open! 

















What do you do with the RPS Badge? 
How do you access the Wisemans 
nouse in Shevat? What is the 
Lighthouse good for? Hardcore RPG 
fans can't finish the game without 
uncovering every secret and sub- 
quest! And as always, PSM can't pass 
up the opportunity to give you all the info. 


X Games Fro 






Boarder 
: Thrash like 


- You know, X Games Pro Boarders is 
_ easily the most accurate simulation of 
- snowboarding available. The game 
designers used current pro snow- 
2-22 fo - boarders with their signature tricks and a 
~~ ~~ totally unique control interface that emu- 
oe lates the types of actions you would use on a 
real hill. To get the most out of the game, you must 
use the professional contro! settings, as it gives the 
player complete contro! over everything. Wanna know 
more? Then just turn to our in-depth guide! 


lapse 
1 I 
fi el 




















* 








ISSUE NUMBER 17 
January 1999 


ihe ee icc Ne 


4] figs 


ee 







The Autumn Tokyo Game Show took place over the 
weekend of Oct. 9-11. Of course, PSM was on hand 
to see next year's hottest games for the PlayStation. ~ 
This is the show where all of the developers in Japan 
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show anxious gamers what they can expect for the next couple 


of months, and usually there are quite a Tew big surprises 
that come out of the show. Wanna see what the big deal 
was? Just turn to page 16! 
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The latest PlayStation news and up-to-the-minute 
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» Checkpoint! Game Release Schedule ....................™ 6.24 ~ 
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» Marvel Superheroes Vs. Street Fighter......... 
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PP SODONS Gale Giese av ieee edocs 
>» Street Fighter Alpha 3 
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Utaku Statio 
> pg. 134 = 


Welcome to Otaku Station, the official 
PSM gift shop—the only place on 
earth to buy cool official PSM shirts, 
hats, and other special collectibles. 
Check it out! 
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You ve got questions, we ve got answers 

» Pause ...... Ae AE OSE GH nae ote bain pe oo gee ee Nana RET Ua Zep 
PANT AR soe ae eee Ee 
» Top This! > pg. iad 
Pm Marketplace oo... ccc cececececetccsssrsreceeerese PQ. bgO 


It's that time again, when we pick through the absolute best games of the year to 
en. Who made the lis ? Just turn to page 87! 
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A sneak-peek at what's gonna be hot for next month 








9s Let wes OF matt ss tp erate 


i 
| 


=ttEi=s els) Mas cmt] e] a) ad ANB Ace) elt 


er 


{ 
i 


eye Maer leel Ul) =a0t-) Ube we=vN oa he 


Jel Mes el-leeleii=te Cop 1e be M72 ke sl 


he 


| 


5 


yU6 


=t- 3 


ONRISAR]/d SU} PUB LONESAP|q ‘pPsAls 


‘Ouj JUSWLeLa}UQ sayndwi0yd AuoS jo syieWepel] paiaysiBbe aie sobo| u 





























Sone Le IE 
ii etl dee: 


7 er seek latent 
ee ee hin re pide 


rn of 





i 





ete 








SS ers 


P 


Db ay} jo say} 
dns jou }I ‘ajqeuedwoo 


ane Piel 


i 


hk 


Brel ei= 


Alli pe 


he LU 
mexelo}u-lep roy! 


* 


Pan ea 


isee si Alo 








Is .sseupe 


cd 


& 





PlayStation 









Ta Ta 





ae 


battle scenarios. 


weaponry. And 


i 
Lin rh a 


LER TERT ee eS 








niete 


WOU Comp 
nlaystation ne 







































‘on we) Ne Autumn Tokyo Game Show (TGS) took place 
"a over the weekend of Oct. 9-11. Of course, PSM 
was sure to be on hand for one of the biggest videogame 
shows of the year. 

The main difference between TGS and shows in the 
US, such as E3, is that for the last two days of the show, 
TGS is open to the public. Since the floor is already crowd- 
ed on the first “press only” day, you can imagine the sheer mass “At the opening of the 

game show, all of the 
of people that try to wedge themselves into the eight small halls beoth girls gather in one 
that make up the entire show. place around the MC. 

What they're all at the show to see, of course, is next year's 
hottest games Tor the PlayStation (admittedly, some were probably there for the unveiling 
of Sega's Dreamcast). This is the show where all of the developers in Japan show anxious 
gamers what they can expect for the next couple of months, and usually there are quite a 
few big surprises that come out of the show. This time around, there weren't any really big 
secrets to be found (unfortunately, no PlayStation 2), but the big news was Sony's new 
PocketStation. Of course, there were also plenty of new games at the show readily avail- 
able for anybody to play (and loads of cool toys to grab!). 
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Capcom's booth 
was littered with 
booth girls wearing 
the PocketStation 
loaded with Street 
Palit Alpha 3. 


Tar oys pre Srp ay 
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The Fall TGS was she place where Sony offi iClally 
unveiled the PocketStation (formerly known as the ~ 
PDA) to the public. There were several games on ~ — 
nand that demonstrated what could be done with this 
new peripheral, many of which will possibly be making 
their way to the US when we get the PocketStation in 
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SQUARESOFT 
JEWELRY! 






GET OFF MY 
FOOT! 


When the show opened to 
the public, there were so 
arany people that it was 
tough to move. 
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' You start off with one character whom you 
| must train, and then you can Tight against 
__ other players to gain new characters and 





moves for 3-on-3 battles. Each character Is 
represented on the PocketStation so 
there's lots of variety. 





ara eater eke rhebreder eh eke rome na ade 
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Much like the other EA games of the same 
| ie 3) PTT 


Series, fe eee oe pecs to oy 
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Interactive's boxing game 
Contender in the US this 
AEC aCe nelly 
- different from aN boxing game 
Knockout Kings i f that itis much 
He acmeLee Rite p olay ens) [eud(e) pela 
boxing match instead of the real- 
istic sim elements. 






son Cae. Earn nee 
magic items as you Gave” 
deeper and deeper. 
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This is a compilation of different mini 





Manes that were in the Jumping. 
Flash series. This game is als: 








designed aSpocgiscionoiy.s i: © = a Be Activision has picked up 
eee co 2 a the popular Japanese game 
 - Vea es. lm rrr Knight and Baby and renamed it 


Guardian Legend for its release 
in the US this March. The game 
combines monster breeding with 
an action RPG for a 

unique spin on both 

genres. Hmm... 


Other games that were seen at the show 
that were known to be PocketStation 
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Monier Farm 2 ee ae a 
when it comes out in the States. 
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Just as we went to press, the Nikkei Business 
Newswire in Japan broke some interesting news 
about Sony's much-rumored PlayStation 2. Reportedly, 
a new chipset will be co-designed by Sony and Toshiba 
for use in one of Sony's upcoming products, with 
strong hints being dropped that it would be appearing 
in the successor to the PlayStation. In fact, shortly after 
this announcement was made, inside sources at Sony 
CEI confirmed to us that this was indeed the case. 


Under the Hoot : 


The chipset consists of two main chips, a DSP (Digital 
signal processor) and RISC (Reduced Instruction Set 
Computer) chip. The DSP will run at a blazing 250 MHz 
and is optimized for floating point calculations. These 
calculations are essential for the quick computation of 
3D graphics. The DSP also includes hardware MPEG-2 
Support, which Is the format used by DVD. This strong- 
ly hints that the Playstation 2 will be using DVD as Its 
main format since Sony has access to other video 
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4 Could the classic Chrono Trigger be coming to the PS2? 





codecs that it owns completely (like the one used in 
the PlayStation) and wouldn't necessarily use a stan- 
dard unless there was a reason to do So. 

The second integral piece of this chipset is a 250 
MHz CPU which uses a MIPS architecture very similar 
to our current PlayStation. What Is missing from this 
chipset is the GPU (Graphics Processing Unit) and 
sound chipsets. This means that this Toshiba chipset Is 
probably just a small piece of a much larger architec- 
ture. It is thought that the GPU will be another custom 
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chip (like the first PlayStation) and be capable of throw- 
ing an obscene amount of polygons on screen (rumors 
speculate 10-12 million/sec compared to the 350K 
polys/sec of the current PlayStation). Industry insiders 
have also hinted that the system may actually use 
NURBS (Non-uniform Rational B-Splines) instead of 
Polygons for its 3D graphics, although at this point, this 
is uncontirmed. 

Nikkei has said that this chipset will be first shown 
at the International Solid State Circuit conference in 
February, which puts the timeline just about right for a 
spring Tokyo Game Show demonstration and possible 
Japanese rollout in late 1999. 


Wital does all this mean? 

The fact that the PlayStation 2 will use DVD-type video 
Strongly affirms the assumption we've had that DVD 
will be the format of choice for the next-generation sys- 
tem. Of course, other rumors still persist that the sys- 
tem will be using some sort of minidisc as its main 
medium. Currently there are rumored to be less than 
10 companies that have PS2 development kits and 
they are not even complete yet. One company that 
supposedly has a kit is Square, and rumor has it that its 
first title for the new system will be none other than 
Chrono Trigger Il. Final Fantasy IX, however, Is still 
planned for the current PlayStation. Of course, we'll be 
sure to let you know when more P32 info pops up. 











"The Best Armored Core of Project Phantasma’ contest 


TS rm CM CAA) IMM M UM mle eee 
a memory card compatible with the PlayStation® game console 
or video tape with your official registration card and get a 


oir scm eM ETD $500.00. 


eee December 11, 1998. For more details, visit 
www.asciient.com or call (650)780-0166. 





Welcome to the newest edition in the Armored Core series; Armore 

Core: Project Phantasma. Blaze a path of destruction and devastation oo 
through enemy lines, take out secret installations, and pit yourself rrr \ ee 
against the biggest and baddest ACs you've ever seen. Fully customize Oe 
your AC with monster weapons and insane parts. Choose options such a 
as missions, shop, e-mail, garage, and multi-player compatibility. : 3. - ok 








17 brand new missions - 





i 


ne or two player death match mode available ee “Ss 





Single player ladder-style fighting circuit against 49 different enemy ACs 








Aye 


For more information: www.asclient.com 
Customer Service: (650)-780-0166 ae 








| ©1997, 1998 From Software, Inc. All rights reserved. ASCII Entertainment and Project Phantasma are trademarks 
A5Gi of ASCII Entertainment Software, Inc. Armored Core is a trademark of Sony Computer Entertainment America Inc. 
SE Ae PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The rating icon 


is a trademark of the Interactive Digital Software Association. All other brand and product names are trademarks or 
registered trademarks of their respective holders. 
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You want more than the latest headlines—you want the dirt, 
the inside scoop on what's really going on with the PlayStation. 
Look no.further, because PSM always has its ear to the wall... 










= he sequel to Resident | Evil 2 may be going to Sega's Dreamcast, but that doesn t 
__ = mean the series is dead and buried on PlayStation, The word out of Japan Is that 





re fr rua" ' 


eS _ while PlayStation will not see the continuation of the first two games, we'll be 

oS me Se Seeing ToL crane of a widle new RE Ss ay Lo that 
SQUARE FANS IN 
DA HOUSE GIVE ME 
"HELL YEAH". 

















hile the latest Final Fantasy Vill | 
revelations remain headline | 
news, Square Soft evidently 
nas an even more __ Ae ——_—___— Oe $$ 
anticipated role-playing ah. \ 6 eee 
sequel waiting quietly in : 
the wings. Rumors that 
Chrono Trigger 2 has 
entered  develop- 
ment for a projected 
late 1999 release in ff 
Japan have been 
confirmed by sources 
In the know, spelling 
great news for fans of the 
SNES classic who have 
been clamoring for a 
sequei to the game. Word 
also has it that work has 
begun on a sequel to Brave 
Fencer Musashi, for release 
sometime next year. 



























eleased last year by Sony, Carnage Heart fast became a bona 

fide classic among strategy buffs. Now comes word that its 
sequel, Carnage Heart Zeus, will be popping up on U.S. shores as 
well. Exactly who will bring the game stateside remains a secret, but 
the smart money is on none other than Electronic Arts. 


















Carnage Heart Zeus is slated for Japanese release this win- 
ter, and all rumors point toward a U.S. arrival next spring. 













Crono of the spiked hair 
and his crew are set for a 
comeback on PlayStation. 
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| n other RPG-related happenings, talk within the indus- 
try places the hotly-anticipated Dragon Quest VII in 
Sony's hands for a U.S. release in late 1999. Developed by Enix, 
the game has yet to be given a release date in Japan. No word 
on whether the game will be re-titled to Dragon Warrior VII to fall 
In line with the series’ 8-bit NES games when it comes over. 










According to those in the know, one of role-playing’s most beloved 
series will come stateside next year, courtesy of Sony. 
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Available at your local retail store. 
Order direct at www.gtstore.com or call 1-800-610-GTIS 
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Reject the tyranny of gravity with the power of the CEMBlace! Fila . : 3 
Presenting the latest in hoverboard technology. The tool by hs \ Ly Dawid) (_f 51 Interactive 


which you will defy all laws...including the law of gravity! i.e « = ERSSPY snwwsingetrac.com A www.gtgames.com 


Thic | in in f | ! LIT Streak™: HoverBoard Racing™ © 1998 GT Interactive Software Corp. All Rights Reserved, Created by SingleTrac Entertainment Technologies, Inc. Published 
Th IS 15 faci J Ml th C p UTSUT f 0 f p u led dre Nd li ne. and distributed by GT arate Software Corp. The GT Logo is a registered trademark of GT Interactive Software Corp. Streak is a trademark, SingleTrac and 
the SingleTrac Logo are registered trademarks of SingleTrac Entertainment Technologies, Inc. PlayStation and the PlayStation logos are registered trademarks 
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We've listed every upcoming | 
PlayStation game we can think | sm 


| . - Roe sonar 


of. i.) owever, keep in mind that OU es Acton/Siostat G8 __.Uprising Xx = 
aoe Studio... a ...Basketball... _-NBA Shootout 99 | is 


these dates often change. It's still | Aciin...... eee Simao. oe Constructor | KOn@Mi 
fun to look forward, though! | Me - 
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Okay, SO maybe: it wasnt ae any ae surprise that Metal Gear | 
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> NHL "99 - Hey, a non- football sports game is ona 
> Madden ‘99 - |s Madden fever finally slowing? 
> Parasite Eve - Square keeps two on the list this ont. 
| > Test Drive 5 - Always room for a good racing game 
| 10 ® NFL. Goyebey ‘99 - -Falling a bit faster than Madden 
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Every nant NPD fa market research company) surveys a host a 
retailers to find out which games are selling well. In September, 
gamers were indeed ’ ‘ready for some football”, putting four pigskin 
titles in the top ten—that means this i is 40% nes folks} 


1 > Madden‘99 i (estit«t*s 
> NFL GameDay ‘99 - - Right ¢ on the heels oft its one ‘val 4 
> Parasite Eve - Square fans continue to show their support 

Bm WWE Warzone - Weestling i iS mega-hot right Now | 
> Crash Bandicoot 2 - Still beating most new games 
> NFL Blitz - Its success at the arcades has. come home 
> Gran Turismo - Fans have made it the premier racer 
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: ! yles of play, to make the sequel just : 
_as fresh and innovative as the original. A two- -player ver 
sus mode is also said to be in the works. The game 
~ wasn't shown at the recent Tokyo Game Show, but 










Aw man, ais game fhe. been pushed 
back again? Well, at least we only 
have to wait one extra month, until 
February. We’ve got a version here at 
the office, but it’s still pretty early. We 


wanna suck some souls NOW! 


have it yet, ‘not in ne US, inyways, 





This game kicked at the recent Fall 
Tokyo Game Show. Steve and Chris 
ie! the week leading uptothe show \ 
ying the game in Japanese arcades, \/ 
were sy — sly the Be Ss. 










RPGs pape 1ot streak a while - 
ago, thanks to major + hits. Tike Final 
Fantasy Vil. But eh ruse | 

_ down again, until recently, v 

“roti in the bucks. With Suikoden Wt 
on-deck, the genre is s primed to xplode, 





Now, so far this game is only planned 
for release in Japan, but the demo 
level we played is AWESOME. We're 
hoping that one of you publishers out 
there might see this and pick the game 
up for the U.S. Like, why aren’t there 
any eicieno yes Bes eo 


: This ee ‘space shooter i 

come out of ee to. “quickly : 
| become one of PS SM's most v : 
| a Think of of if 














We just got an early version of this 
game in from Atlus, and it’s already 
got us hooked and begging for more! 


This game really is looking that good— 
it could pat a es. seeee hit. 
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\ ow det ils, we > 
\ haven't seen any screens, bute we do 
_ know it’s coming. And that’s enous ne 
- for us fo already start p ning away for 
at Chances are we should | ear som 




















Sigh. Doesn't it just look dreamy? 
Sweet graphics, cool storyline...Wait a 

minute—MUST...RESIST......FINAL FAN- 

TASY Vill! CAN’T LET IT...DOMINATE 

FUTURE! Ah, there we go, back fo nor- 

mal, Who needs FFVIII, anyway? With 
its...its sweet, sweet graphics... 
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Packed solid with insane tricks 


and treacherous downhill runs, 


CoolBoarders’ 3 is so realistic 
it'll turn your living room into a 
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Burton® or Ride’ snowboard and 
you’re ready to thrash through 34 courses, 5 challenging 
mountains and 6 world class events. Feel the wind rushing 
by as you pull off thousands of combinations with sick 
moves like Misty Flips, Melancholy’s and Sad Air. Throw 







split-screen racing and your teeth will be 
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chattering long after you've left the slopes. 
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Cut squares, assemble in order and staple. 
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ruOKIN GAOOVIN Dance Aerion! 

Here s the dilly, yo... Its called Bust A Groove: 
The fresh, competitive dance game for a funked-up 
Playatation® generation. You control more than 10 
club characters as they perform their super realistic 
dance moves to disco, house and hip-hop beats. So 
get your body movin 

with the game that s som 
got the groove goin on! jie iz ENIX 
WWW .dodstudios.com 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 989 Studios and the 989 Studios logo are trademarks of Sony Computer Entertainment America Inc. Published by 989 Studios. © 1998 Metro/Frame Graphics/Avex D.D. Inc./Enix 
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e here at PSM want you to know that we take 
Our reviews very seriously. Just like you, 


we've been burnt before by bad games (and these 


days, it ain't so easy to get the store to take ‘em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

lo summarize a game's overall worth, we use the 
traditional “Tive-star” ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, So go out there and pick It up! 
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A PlayStation classic that no fan should be without. 
A can't-miss game, no matter who you are! 

A really well-done game. If you're a fan of the genre, 
you should definitely check this one out. 


A pretty good game. It has its share of rough spots, | 
but it has some redeeming qualities, as well. 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 





Dont even make eye-contact with this one— 
its not worth one second of your time. 
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~)hese are our ratings for 

__* _/some of the games released 
over the past several months. 
Check ‘em out for any titles you 
may have missed! 


Armored Core: 

Project Phantasma &stac 
Azure Dreams tt 1/2 
Batman and Robin 31/2 
Blasto O@@ 
Breath of Fire Ill eee 1/2 
Bushido Blade 2 G3@ 
C&C Red Alert nelalauan< GOOG 
Colony Wars: Vengeanct 
| Cool Be dor 36 000, 
Crime Killer Ge 
| C: The Contra Adventure 6 
Curcult Breakers GOOG 
Dead or Alive 3031/2 
Deathtrap Dungeon tts 
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oe ories s that \ we think are most 
impo rtant when rating a game. Each is rated on 
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Einhander 80001/2 2 
Future Cop: L.A.P.D. GO 
G. Darius OO 

Gran TUriSMO GOGooe 
Heart of Darkness 91/2 
Kagero: Deception || eae 
Kartia GOOG 

Madden NFL ‘99 @0¢ 
Master of Monsters DoG @1/2 
MediEvil 0a 

Mega Man Legends CHIE 
Metal Gear Solid Geto 
MLB ‘99 See 

Mortal Kombat 4 01/2 
Moto Racer 2 36 
Motothead &3¢ 

N20 1/2 

NASCAR ‘99 31/2 

NCAA Football ‘99 O@0@6 
NFL Blitz ei 1/Z 

NFL GameDay ‘99 tocaeataes 
NFL Xtreme €3¢1/2 

NES Ill: Hot Pursuit oe 1 
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~ With our Replay Chart, you can see the pote 
a tance! Some games are great fun at first, but quick 
) get into, but really take off if ) ‘ 

will be playing it non-stop, while eal means its prac: : 
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O.D.T. O@ 
Parasite Eve ®t 
Pocket Fighter tte 1/2 
Resident Evil 2 OO006 
Rival Schools: 

United oh clas IIIs 
Rogue Trip t99t31/2 
Roll Away t9tsts 1/2 
Running Wild 31/2 
Saga Frontier O@ 31/2 
San Francisco Rush @ 
S.C.A.R.S. 
Spyro the Dragon GOO 
Street Fighter 2 Collection GO 
Tales of Destiny (33te 
Team Losi RC Racer 3t31/2 
Tekken 3 O8006 
Tenchu ¢ 
Test Drive 4 6606 
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Theme Hospital S006 
Thunder Force V €331/2 


Trap Gunner 0 

Unholy War, The 9e3eae 
WWE Warzone © 
X-Men Vs. Street Fighter Oe 
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< At the start of each game, 
the camera spirals in and gives 
you a good view of the stadi- 

’ um and the players. 





game has the benefit of great motion-capturing, but we feel that some of the ani- 
mations could have been a little better. This Is one Tield that EA‘s title has a lit- 
_ tle bit of a lead in. 

If you are more of a Madden fan, then you will probably stick with NCAA 
Football ‘99 regardless of what we say. All we can do Is tell you that 


_ This is the last situation a quarterback wants to be in. It’s forth down and you are 
pinned in the end zone. Looks like it’s time for a Hail Mary! ‘ 


THE GAMEDAY ENGINEGETSA = 
GULLEGE MAKEUVER g 


orking off of the game engine that pow- 
ered NFL GameDay ‘99, NCAA 
GameBreaker ‘99 manages to surpass EAs / 
efforts and provide the ultimate college foot-  , 
ball experience. 
Compared to last years hit game, ee 
GameBreaker has changed quite a bit. On the graphics side, 
the improved engine allows for more detailed players and 
cleaner looking arenas. What this does for the improve- 
ment of gameplay can't be stressed enough. Itissomuch 
easier to spot the holes in defensive linesorestimate = 
the reach of players when the polygonal models of _. 
each of the players is solid and clearly defined. _ 
GameBreaker also sports the television-style - 
presentation that made GameDay so enjoy- 
able. Now, whenever a fancy play or game- 
winning touchdown occurs, a little dialog 
box pops up and gives you information 
about the player involved. Some of the — 
other features taken trom GameDay | 
include Total Control Passing, which — 





lems that were found in GameDay, but also provides some great new 
gameplay features, such as a Custom Playbook. Put simply, for college 
football, it simply doesn't get much better than this. 

































allows you to fine tune passes, and the - popular teams 
ability for players to dive over piles. eon ke 
There are simply so many positives in ___ powerhouse 
this game, but there are a few negatives me ronnny ores , 
that we should mention. One of the _ Gamebreaker ‘99. 3 





cooler aspects of GameDay was the 
design of its play selection 
screens—everything was 
easy to read. For some rea- 
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son, the developers decided to -jiiiiiiaiais lamas: lumeraaaam: seca RUN eee 
change that tor GameBreaker. : | : ISTHOUR’ “{1STDAY 9” {1ST'WEEK = |2ND WEEK "1ST MONTH  |2ND/MONTH 
Now the plays are not as easy to GAME «x SUMMARY 
er and the overall look of the J Pian as Eh ary ace aay ea THE MENU SYSTEM ISN'T AS CLEAN AS THE ONE IN 
menu system IS Je BGS 5A a a es PLAYERS AND STADIUMS Aa Veep) 
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the animation of  itfor 
the players. This GameBreaker. 
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Se 2sn’t bring much 
"= tothe genre | 


APOCALYPSE SPELLS DOOM FOR YOUR PLAYSTATION 


ong overdue, Apocalypse has been in development for almost two years 


the wait. This is a title that personifies what a forth-generation PlayStation game 
should not be. 


Players control Bruce Willis, aka Trey Kincade, as they roam around a dark, futur- _ 
istic world in an attempt to thwart the Four Horsemen of Apocalypse. If you can 
| remember a classic Midway arcade game by the name of Smash TV, then you can 


get a good idea of how Apocalypse plays. The directional pad controls the direction 
that ‘Trey runs, while the face buttons control the direction he is shooting. 


_ There are twelve levels in all, and while decently varied, their designs leave — 
a0eh to be desired. There are even a few instances where gamers will have a hard 


time figuring out where to go. This simply boils down to poor level design. There 
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L i be up: ne combine ith the reversals OT Dead 
BAW and the grappling found in Jobal 2, you can get 
a general idea of what Kensei, Konami's new polygonal 
fighting game, is like. Unfortunately, this is one game that 
does not quite equal the sum of Its parts. 

There are two main problems that plague Kensei, the 
first of which is slow character movement and reaction 


times. It seems that you constantly sgareiig ot ran 


have to fight with the game to get your try to hide their 
characters to do what you want them identity with 


a mask... 
to do. Most attacks have such long 


delays that sou cant transition them 
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t ) to look at, 


and is finally being released. The only problem is that it wasn’t really worth 
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What's a is that ye in is entire fey may Fave had: a hance a 
being something unique. Instead of being the main character, Bruce was a sidekick 
and assisted the player throughout the game. The developers were apparently work- 


— Ingon routines that would make Bruce's character behave realistically, but we guess _ 
~ that never worked out, That's probably why, Activision canned the whole project and — 


basically started over. That's too bad, really. 
As it is, Apocalypse | is just another Standard PlayStation shooter—full of special 


_ effects and lacking in substance. Even Bruce Willis’ voice-overs dont add much to ~ 
| the fun factor. In fact, they can get downright annoying. Combine that with the both- — 
—ersome camera angles and repetitious gameplay, and you have a game that most 


eave should avoid Ike ne plge 


Seer cos = 
. rages Sai " . ae Fas (ear 
ati aae -- a = = eas I 
-—-_ ae he Ez See aS Slope ye 5 ae | 
pr = ee - oe peerees re ee 
cs hi Siac oeeygsmu det 


; 
e reyes Tans }2ND WEEK nc 


GAME > 4 SUMMARY 


ES (USI NAT SI aagH AI Sissel Saya SE aH Ha Ut aaua rts 


ete Y BOSSES COULD HAVE BEEN DESIGNED A LOT BETTER 
fe ea ESSH TaN tees pe koa agent Jia nai ianian 


[ESTAS 


a yy SAVE 1H WORLD, aU HE Wa SUIS SIU 











os me) / = 


WuebLirg ids) ik 


cor 





Bad control and limited com- 
bos really limit Kensei’s chances 
aft success. 





into other attacks. VVe can see this happening for the powertul attacks, 
but standard punches? Come on! The second problem has to do with 
the combo system. Since combos are so pre-set, there isn’t much 
room for player creativity and the actual process of fighting tends to 
get repetitious. That's the last thing you want to have happen in a 
fighting game. 
Kensei may have been revolutionary about a year or so ago, 
but now that Jekken 3 and Dead or Alive have hit the 
Streets, the game just ends up feeling old and very aver- 
age. Inere Is really nothing original here. Even most of 
the character designs are blatantly ripped off from 
other Tighting games or real-life movie stars. This is 
especially disheartening, since we know that Konami Is 
capable of so much more. Luckily, the 
companys upcoming titles, Silent Hill and 
Shogun Assassin, look to be more original 
and a lot more Tun. 
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don’t hide much at 
all, but they both 
still move slowly 
and awkwardly. 
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aug “UNS down a mountain. The others include a couple See ee 
SOS — anda quarter pipe. To X Games cl he ride course is like an entire side of 
a mountain, with multiple routes down to ‘the finish. line. Even w with ‘these / 


die: —— ( _ frustrations, x Games Pr i oe ee der features the n ae stic snowboa ding action : 
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FOErGs Of The Three Ki sere IS Fitting US again, but this: time 
history is out the door and fantasy Is In. 

Destrega may be called a fighting game, but the gameplay Is noth- a. AG oe ae — 
ing like you've played before, The huge, multilevel environments fig- galt 0 cn noe Oe 
ure prominently in this game, as most attacks involve magical pro- @e | oe RUA oss | 
jectiles. These magical attacks and the battle between good and evil 
that erupts around their power source drive the story forward. The | 
characters and gameplay are obviously anime inspired. All of the | 
characters, including a cute, scantily clad girl with bouncing breasts 
and a mysterious ninja, share the same button inputs for their 
moves. This is one of the game's downfalls, as the variety of Te itis Gece. powered up three times or even combined, depending on 
attacks Is el irnited| in the first place. What you get are three f 7 | are the same as every the amount of energy in your power bar. Gameplay consists 

ei - : sre a See ter eer Oo peIhel attacking or standing back and figuring out the strat- 

egy for your next move. This becomes predictable and bor- 

Loa ie ing after a short while, even against a human opponent. Another complaint 

—"ste? comes from the short amount of time an actual match takes. The one player 

SRR ART 2 game is fun to play at first; it's easy to pick up and the action Is fast with solid 
aa control. There are no complaints about the game’s initial playability. 

There are several modes to play: one-player battle, two-player Vs, team 
battle, time attack, endurance, practice and an interesting take on your typical story 
mode, which allows you to play as several different characters as you progress 
through the saga. 

The lasting impression of Destrega is that it has hardly any depth. There is some 
simple strategy to be found, but even this can’t stop the game from being boring. 
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The gameplay basically 
involves you chasing the other 
player around large environ- 
ments while shooting magic 
blasts at each other. 


Gradd is the main attack buttons, a jump, dash and block button. Attacks can be 
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“Nfake vour enemv feel the BA! G as vou ® Choose from over 60 WCW and NWO Wrestling Superstars, including 
beat him mercilessly with everything em eyee) Hollywood Hogan, Goldberg, Kevin Nash, and Diamond Dallas Page! 
briefcases to stop signs.” - Diamond Dallas Page SR OA COaeTU nT 

o-Escape Justice of a 15-Foot High Steel Cage! 


www.thq.com 
www.WCW.com Petes ae a Per 
® Full-Motion Video Entrances and Exclusive Rants! Zi —- 
f ©1998 World Championship Wrestling, Inc. A Time Warner Company. All rights reserved. WCW™ and NWO™ are trademarks of World Championship Wrestling, Inc. All characters depicted are iz 
as ky trademarks of or used under license to World Championship Wrestling, Inc.PlayStation and the PlayStation logos are registered trademarksof Sony Computer Entertainment Inc. All rights reserved. PlayStation 
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Terje Haakonsen 
Five-Time World Champ 





Tina Basich 
X Games Gold Medalist 





Jamie Lynn 
Big Air Champion 





Shannon Dunn 
x Games Gold Medalist 





Daniel Franck 
Olyrmnpic Silver Medalist 





Morgan LaFonte 
Big Air Champion 





Peter Line 
X Games Gold Medalist 





Todd Richards 
xX Games Gold Medalist 
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dd Richards, Frontside Indy 
y-Oop in the Vail Pipe. 
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use with the PlayStation game console. PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING 





XGAMES PROBOARDER™ 
delivers the world’s best 
snowboarders, nine 
intense levels, 2,112 trick 
combinations, a slammin’ 

soundtrack with Foo | 
Fighters, Rancid, NoFX 
and Pennywise, full 
freedom 3D to let you ride 
the whole mountain. Why 
be a poser when you can 
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Actual Screen Shot 











: = Good things happen when you visit 
aoa : www.proboarder.com 
 . ee Watch X Games 
©1998 Electronic Arts. Electronic Arts is a trademark or registered trademark of Electronic Arts in the U.S, and/or other countries. Licenebd by. oe oe Le on ESPN = nd —— a wa 


Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. Manufactured and printed im the USA. — a 2 
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vee Pane first | arooiced. game dese fae Eee they weren nit 
- quite sure what type of game it would be. It started off as a snowboard- 
ing game, then quickly transformed into a platformer with snowboarding elements. 

Two years later, the game still sports a cast of irresistibly cute characters, but has 
shed its snowboarding skin for what's now being called a “hoverboarding plat- 
- former.” Um... okay. So, what does this newly born hybrid genre mean to gamers? 
After playing through, we've discovered that ‘ ‘hoverboarding platformer” Aue 


Accolade _ 


Accolade | 
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What's impressive is that you 


ing games. 





= Ya) ou can find almost any type of racing experience on the PlayStation. 
See Unfortunately, all of the 4X4 offroad games have been terrible failures. 
Accolade’ S lest Drive Offroad continues to do remarkably well at the stores, mainly 
because it sports a Hummer on its cover. For the sequel, the Hummer is back in a 
variety of new forms, but there is a much better reason to purchase this game. 
simply put, the off-road action in Test Drive Offroad 2 cannot be beat. 

We've had a tremendous amount of fun playing this game, which features 





graphics adapted from the streaming video graphics engine of Test Drive 4. The vehi- 


cles are faithfully modeled and driving them is a breeze, thanks to perfect control and 
a splendid balance of realistic and arcade-like physics. Players are more at battle 
with the road itself than the actual opponents. The terrain is varied, with each 
course littered with obstacles of every fashion—deep sand, water, steep 
Inclines and insane jumps. The six point to point tracks are long, but the 
variety of landscape and landmarks that you see during a race actually 
make you feel like you're going somewhere. When you finish the Santa 
Cruz course, you really feel like you just drove up a mountain. Also worth 
mentioning is the use of dual shock vibration. Let's just say that this game 

Is what the Dual Shock controller was made for. You'll feel every bump (and 
there are a lot of ‘em!). 

Besides being tun, the game does have some very serious replay 
value issues. While they may be long and well designed, there are stil 
only six tracks, plus their reversed counterparts. There is also no 
two-player mode, which this game just screams for. Because 
of this fact, its final score was definitely hurt. The computer 
opponents arent too bright either, although the challenge of the 
road makes up for it. They like to drive around in groups, occasion- 
ally following right behind each other like precision drivers. They 
can be aggressive, but the competition always seems lacking. But 
even with these tlaws, Jest Drive Offroad 2 will not disappoint. 
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_ Psybadek aN yous a choice pel een n two di ferent characters to be, ether Xako _ 


ne both Acta Sage be same. og fob i is to Fouide'y your hacer fot - 
road, better than most other rac- a series of courses and areas, avoiding enemies, pevigetng mild puzzles, and cok : 


Me) (UTES 
Psygnosis 
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a a 4) 4 Too bad. you can’t outrun ve : e 
pone graphics ae the weird 
. controls. pad ‘ . 





eee stars a keys to alec new areas. Satter comnpeang _ 
enough « courses, you'll have to race against a boss character who 
will challenge you in a following round if you win. Every time you 
beat a boss, you'll free one of your uber-cool friends and acquire a 
new trick to use during gameplay. 
The boss rounds nicely vary the gameplay by giving youa 
weapon to fire at the enemy. The overall concept is interesting 
and might have stood a chance, had it been better executed. 








Instead, you are left with a game that is structured more like a 
platformer, but controls like ; a snowboarding orracing game. This 
_makes the simple navigation not only aw! ward and frustrating, but 
virtually impossible. The tricks you acquire don’t help you through, 
» — either, making collecting them a completely superticial feature. 
ZN With poor controls and glitchy environments, it’s almost as 
©) _if the game was rushed out the door halffinished. Even witha 
- "cast of incredibly cute characters, a much hyped endorsement 2 
“by Vans shoes and a j clever Prise Psybadek falls flat on Its S face. _ 
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Experience the rush of full-throttle 3D off-road racing as never before with ten all new, fully-customizable 
rally cars and trucks, eight extreme courses, killer sounds from Guttermouth, Wick and One Hit Wonder, plus 
complete compatibility with the Dual Shock™ Analog Controller. Create your own off-road experience or edit 
f. Think you own the road? You may be right. 
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Darkstalkers 
features some 
very interesting 
characters. 


MA apcom Is known far and wide for producing the best 
| ) 2D fighters in the arcades. Unfortunately, due to 
the lack of RAM in the PlayStation, we feared that the 
newer games would never be ported or, even worse, 
would come out butchered, like the ill-fated conversion 
of X-men Vs. Street Fighter. We shouldn't have wor- 
ried, though, because Darkstalkers 3 is an excellent 
conversion of the arcade game and loads of fun. 
Darkstalkers 3 \s basically Street Fighter with 
characters taken out of the horror genre. Unlike the _ 
Street Fighter characters, however, the characters in 
this game are much more unconventional and sport a large variety of 
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This is one of the best con- 
versions we’ve seen Capcom 


do for the PlayStation. 









“wacky” and obnoxious moves that tend to lead into long combos. The game is 
almost a cross between the standard Street Fighter Alpha-style of gameplay and the 
combo-mania of the Vs. series of games. New to this version are a dark force spe- 
clal mode, as well as a few new characters, bringing the total up to 18 (!) playable. 

The graphics and animation are top notch and the frame rate stays silky smooth 
no matter how much action is on the screen at once. Sound effects are also top- 
notch and add to the overall feel of the game. Added modes are quickly becoming 
the standard for Capcom's 2D efforts on the PlayStation and this game is no excep- 
tion. Included are a customizable character mode which allows you to slightly mod- 
ity your fighter and a special art gallery with some of the anime style art of the char- 
acters of the game. The only real complaint we can leverage at this game is that it 
is not very different from Its previous installments. Since Darkstalkers 7 wasn't very 
good on the Playstation and we never even saw part two, it’s not that big a deal. 

No matter how you look at it, Darkstalkers 3 is an excellent 2D fighter that has 
been done justice on the PlayStation. Fighting game fans will not be disappointed 
with this title. 
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® ony should have never sepa- 
J rated single Trac from the 
Twisted Bi feieisaies As a result, gamers 
- are now leit with the average Rogue Trip 

from single Trac and a weak attempt at a Twisted 
Metal sequel by 989 Studios. That's two average car 
combat games when we could have had 


| Sweet , 
feat is one totally amazing one. 
aa big meee The story line has always been a 


large part of the Twisted Metal legacy, 

but In a bewildering move, most of the 
dark storyline has been left out. There are some in- 
game cinemas and bios, but little background is given 
on the characters or their motivations for entering the 
tournament. The little story that is revealed is on a 
very amateurish level. 


CST 


4 This is Granny Dread and 

= her Hammerhead Monster 

- eeersrervem) Truck. It's really kind of a drag 
ne chile ma) that ihe game sucks... 





Visually things are adequate,with the environments being very solid. Vehicles are 
equally solid, but have no reflection effects on their bodies or rear windows, like 
Vigilante 8. Gameplay is fast and smooth, with little to no slowdown even when the 
action gets crazy. Playing isn't a torturous affair, but it’s definitely not innovative 
either. There is some interactivity with the surrounding environment, but this aspect 
of the gameplay has been cut down significantly. The arenas also seem smaller than 
IN previous games. Within one match, you will have probably seen all that there is 
to see of a particular level. Surely the game has more secrets to yield, but from what 
we ve seen so far, there doesn't appear to be that many. 

At its core, Twisted Metal 3 is the same old concept at its most boring. This is a 
huge disappointment. 
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_ sensitive that even if your thumb | is just resting on 
_ It'll cause the turret to spin without yc you knowl ng it. Ar 
- the turret is your most. powerful gun, having that thing 


: war can also be funny. a : 
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y ith all these action games trying to eke *hercciee SO damn seriously, it's 
refreshing to find a title like Tiny Tank, that finds humor in blowing up stuff. — 
Tiny Tank is a self-aware fighting machine (the good guy) that has to take outall the 
other self-aware fighting machines (the bad 1 guys). ne: Ss foe) A ey and a ss 
ical sense of humor. | oe | : a 
You start out wi ith just a single | gun turret, but ea ban guy you feo ea ms 
At the end of a level, you'll find yourself decked-out witha 
mean, (and extremely exaggerated). set of firepower. The 38D engine used inthe ~~ 





_ game is very smooth and detailed, and keeps up a decent framerate, even When 
there's a massive load of debris, ‘explosions, and bad guys on the screen, — 


Tiny Tank takes a cue from Gex and comments on just about ERR that. _ 
goes on in the game. The commentary is pretty humorous, but also like Gex, he just. 7 
keeps blabbing the same one-liners over and over. Fortunately the FMV sequences 
between rounds are an absolute riot ay are one of the incentives to play through 
allthe missions. oe SS 

This game features some of the best uses C of the Dual Shock controller, utili ing - 





both sticks, as well as the “secret” buttons inside them. Unfortu nately, the controls 
_ that have been mapped to the tight analog stick (rotate turet) a are so. a . 
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pointing the wong way is certainly not a. 
good thing. | 

Still, it’s great to play a game that 
not only gives you an adrenaline 
rush, but also makes >» Yeah, 
you laugh. Tiny Tank he’s cute. 
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THING: BLOW EVERYTHING UP. 


g Hey, BLOWING Ni al CAN ig ca ho 








particle effects system. However, on close examination, there's little visual improve- 


are nicely detailed, but there's a lot of warping. and pop-up on. close-up objects and - 
onthe road textures, which is is not ot something one aoe tos see n a aie genera: 


| and pushed the PlayStation close to its limit. Consequently, 
there's little room for improvement, and a as a result, this title 
__just isn’t a significant ae forward 
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RALLY CROSS 
GROWS UP 


Ou can't really call the 
/ original Aally Cross a 
ne Be Ont (ee ee » hit, but many found appeal In 
UT eSTelt oy > yee its bouncy car physics, tons of 
eee ay ee eee umps and four-player mode. 
Things have — certainly 
improved, though and while 
the sequel isn't the pinnacle of 
ee. ie rs PlayStation racing, it does offer 

eet of toa —S- features that many of the top racers are missing. 













year's Saye: Rally Cross 2 offers a wide The basic game mode structure of the original 
— selection of cars to race. Rally Cross has remained intact, including the head-on 
; | ~ suicide races and reversed courses. Everything else 
about this offroad racer has been updated to compete with the latest league of rac- 
ing games. The nine tracks (plus more hidden) featured are much wider and longer 
than in the last game. On top of it all, there is a track creator for creating endless 
ISO OT THAT RE TALL rr inn : | amounts of original courses. The vehicle selection is very wide, ranging from trucks, 
CYC OCi (Al UCR VU PCL! oe jeeps and offroad buggies to the new VW Bug. Each car is also customizable, not 
only in terms of adjusting shocks and switching tires, but their paint jobs also have 
limited customability. 








i y pee Ue third game in the F7 series brings with it all of the drivers, teams, cars 
oo © and locations from the 1998 F1 season. In fact, its the only full Fl simula- 
aan available for PlayStation. 

This years Fi game boasts a redesigned game engine, complet with an all-new 


__ ment over last year's title. Graphically, the game is fine. The backgrounds cicero 0  8UStudios 


~ tion title. oe . eS ee ee 
The presentation and options Lae had a bit of an aetal oa F 1:98 features ; | % a — 
better replay modes, animation on the cars driver and a variety. of new selectable 
views, One thing that hasn‘t improved is the loading time. While it's not a big thing, 
it gets really annoying atter a while waiting tor the screen-wide gaging bar to fill up 
time and time again. = 

The gameplay itself is simply déja vu. To be honest, it’s all been seen and done 
before. The problem is that the previous two versions of this ga] were excelient 





I S| em |< Rally Cross 2 kept the bounc- 
i a ~ | ing car physics for its latest out- 
ing. Big air, baby! 















The graphics update is impressive, but its bright color pallet keeps the scenery 

from looking too realistic, reinforcing the arcade feel of the entire game. Tne 
environments are very solid, with only a far-off draw-in. All the objects on and 
around the track are solidly 3D. 

The great control is analog compatible and makes full use of the Dual 
Shock controller's vibration function. Car physics were always very bouncy In 
the original and are still a bit bouncy in this update, but the distinct feel of the cars 
is a part of what makes this a Rally Cross game. Unfortunately, the annoying feature 
challenge. If you already own _ of having to rock your car back and forth to turn over when you get stuck on your 
ne Same. this latest version simply roof is back and is still annoying. The game is also somewhat slow, at least until you 
Tne Bon, gh new | features onke ae at rani or shore say earn the faster cars. Gameplay should have been much faster from the start. A nice 

worthwhil buy yearsgame, | two-player and four-player mode is included, although the four-player is only available 
: oo : through the use Of a link cable and two aie ie 


_ over previous iterations. . o— a - - <e 

If you haven't aieady oar j le 

an F1 game yet, F7:98 is well 
worth looking up. Its 
Slick, fast and playable, 
and packs a decent 
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Bory haracter fee 
Saic'ow own dance style, 
which creates an enter- 
taining range of moves © 
and songs. | 








ENIX AND 989 GET THEIR BRODVE UN 


cH hen Enix first released its cane sim, formerly titled Bust-A- Movei in ey | 
/ the gaming market was introduced to the legacy of Parappa the Rapper— 
acute, catchy soundtrack-backed series. of interactive segments wherein the play; | 
er controlled a character to dance i in time with the music. Now, nearly a year alter. 
_ the Japanese release of the game, 989 Studios finally brings the renamed Bust-A- | 
Groove to the U.S. With only a few minor cosmetic changes (English lyrics, political &£ 
correction of some of the characters and actions), the game remains incredibly p 


intact. Though sporting a slightly easier “Easy Mode”, Bust-A-Groove still contains 
all of the features that made it such an endearing and appealing title in Japan. 
More than just a Parappa clone, the game gives the player control over one ol 


eight characters. Once a game is started, you must then use the directional but- 3 
b © GREAT CHARACTERS, GREAT BACKGROUNDS, GREAT 


tons as well as the symbol buttons to get your character to move and dance to 
the beat by stringing in combos that are displayed on the screen in a specific | 
_ order. Every time that you are successful i in completing a move, you ‘IL move > 


- - 
| = a == se 
, rs Ta | | mies ae peed 
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a ou can't deny that EA Sports had its heart in the right place when design- 
oe I ing Knockout Kings. Gamers have been waiting for years for a true boxing 
game cd EA went all out in acquiring the licenses to make the this the most authen- 
tic boxing game ever. Unfortunately, no matter how exceptional the licensing on a 
title Is, It's the gameplay that counts and It’s here that Knockout Kings falls flat. 
Boxing is a sport that is fast and features loads of technique. EA caught on to the 
technique part and added plenty of different punches and maneuvers, but every- 
thing moves and responds so slowly, the game just isn’t any fun. The control is 
about as unresponsive as it gets and the action does little to enthuse the player at 
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and evade attacks from your opponents, while maintaining your — 
rhythm through some particularly grueling stages. For the more — 
. inexperienced groovers, the Practice Mode works well to get 
players accustomed to keeping with the _ 
in Bust-A-Groove beat. While the game sounds like yet _ 
lca pape _ another Simon Says-type simulation, Lo 
dance wonderfully, — _ there S much, much more to. i oe 
oe | But beyond Bust-A-Groo\ ve cS gar eS 
_. p ‘ar and mechanics, the game also | 
shines as a hilt example of clever character designs, — 
beautiful graphics and superb motion captured character — 
moves. All of these flawless features serve to really — 
immerse the player in this fictional world of wacky 
dance tournaments in a game that never takes itself 
too seriously. Thankfully, due to 989 Studios’ Tore- 
sight, U.S. gamers are now able to experience 
Bust-A-Groove’s unique gameplay, ae: - 
Don tmiss ewe chance. 


The characters - 


w aur 
. al 
= me avs 
a r 


— WE iclae - te 

‘ i mieine a 
aaa ef = = SIT. a3 init tat eo : oy 
rHTC S .. . . 





GA 








p stad =e : = aaa Sari . = = 
P c j 1 ‘tifyita rele nat poe ait itis Atay ‘Te ramped = pene nh ey 
‘ —" if a and ag a = " at a se ae cl aE rent A: ven aj at RHEL aaa t 
T i ~ f dl | Vv ? ¥ i 1 C3 “l rf eal oy a mi Pai iat iy fun iy Boa H “ asin maaan 
- F : r } } ‘ baal Us 3 see q i th a cars ; as 
a Ton ez “fe yom 7 a “ti a : ee tind arte) = = 





ey | |2ND MONTH 


GAME *« SUMMARY 


See aT an Rea ny Tae ae EVA) 
AND SO REALISTIC 


1ST HOUR 


VISUAL EFFECTS, GREAT EVERYTHING 


Ff Sa aM MMU CNRS se MUMS Wear WMT asa MAES ed te 
aE) 
onto a more advanced dance. step that | requires. even more button presses aE Ae ee 
finally completing the combo with a “Freeze” pose. Then the whole process star s | 
. al over ee with a new series ¢ s of f dance moves. Meanwhile, you ‘Il have to ae) 


BL REPLAY VALUE 


lt may look like boxing, 
but don’t be fooled. This game 
plays like a slow motion 
replay. Boring! 


all. Even when the occasional lucky punch does land, it is more an act of random 
chance than any real skill on the part of the player. Unfortunately, without control, 
each match becomes quite tedious and even with two players, the game gets 
old very fast. 

It's too bad the heart of the game Is so tedious, too, because everything you'd 
ever want in a boxing game, including a create-a-character and career mode, have 
been included as well. There is also an option for no rules fighting, but the fun Is lim- 
ited because the low blows and illegal punches are all just as slow as the legal 
moves. Add to all this the extremely complicated control scheme that Is entirely non- 
customizable and only the most persistent and hardcore boxing fans will even try to 
learn the game. Overall, some great ideas have been ruined here by an almost 
unplayable game. Maybe next time. 
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An extreme racing experience that takes you into the future 
of speed, and leaves all other racing games behind. 
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Third party Q&A 


1. Will “99 be the PlayStation’s most 
successful year ever? 


989: In terms of hardware, 1998 will probably be the 
peak, based on historic console trends. If history 
repeats, 1999 will be the biggest year for software. | 
think PlayStation has a solid chance to break the pat- 
tern and make 1999 the most successful hardware 
year, and | expect very strong software sales well into 
the next century, since we know all computers will 
stop working because of the Y2K problem and only the 
PlayStation will work. 


Activision: In 1999, we will see a substantial increase 
in the installed based of PlayStations throughout the 
world. We believe there will be price declines to $99 
in the coming year. Sony's continued international 
expansion, combined with hardware price declines, 
will continue to propel sales throughout 1999. For third 
party software publishers, a larger installed based and 
lower manufacturing costs will continue to be sales 
growth catalysts. 


Capcom: Ve see their numbers slowing down in the 
market. This means they have reached the primary 
gaming market. The challenge for the PlayStation is to 
obtain market appeal, beyond the gaming market. We 
have yet to see the PlayStation reach market penetra- 
tion like in the 8-bit Nintendo. Nintendo reached con- 
sumers who absolutely had to have a Nintendo 
Entertainment System. The demand for this was very 
much like the demand for children to own a bicycle. It 
was something every kid had to own. The PlayStation 
has not reached this market penetration. 


EA: Yes. Some very cool, new 3rd generation titles will 
help this, as well as the fact that consumers believe in 
sony and their mark of quality. A new lower price 
should also help. 


Eidos: |t will be, if they don’t make a big deal about 
PlayStation Next and let the consumer and 3rd parties 
focus on the current version. 


GT Interactive: The potential to do well is there, as the 
PlayStation enjoys a large library of games, a competi- 
tive price-point and a large installed base. Those three 
factors often add up to success. 


Interplay: Based on the selling trend and that there is 
no competition in new hardware until late ‘99, | would 
believe that ‘99 will be its biggest year. 
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: tes secret that 1999 will be the biggest 

year ever for PlayStation: fans. One area 
- where we will see the most activity is in the 
_ slew of games that will be available. We've done our 
__ best to track down some of the more elusive titles for 
_ the next year but we know there are some things that 
are so secret we haya figarest th em out ie 








Konami: That really depends on how you define suc- 
cess, | guess. In terms of quantity of hardware sold 
through to consumers, then almost certainly yes. The 
Installed base is growing all the time. In terms of num- 
ber of software titles available to consumers, then yes 
also. But it's that last point that kind of makes our lives, 
as publishers, more interesting. With such a vast quan- 
tity of titles available to consumers, it becomes harder 
and harder to ensure that people know your game is 
coming out and that they should at least take a look at 
[t. Even with the top quality titles, which Konami has a 
great number of, it’s tough to make sure your game 
stands out from the noise. 


Namco: From a software publisher's point of view, 
yes, | think that ‘99 could be the biggest year ever. The 
PlayStation installed base has the potential to surpass 
what either SNES or Genesis achieved in their prime, 
and SONY CEA is doing some very interesting work 
expanding the appeal of PlayStation to a wider audi- 
ence than console games have every enjoyed in the 
past. In the end, it all depends on having a continued 
supply of great software, and Namco will have its 
strongest lineup ever in 1999. 


Naughty Dog: Yes. Hardware sales might equal ‘98 
levels... which is to say that the PlayStation will outsell 
every other hardware by 2:1 or better. My GUESS is 
that this will be driven by a new lower price point. $99 
In ‘99? Only time will tell. Software will see their 
biggest year. Next holiday season will be the grand- 
daddy of PlayStation software sales seasons. This will 
be fueled by ‘98 and ‘99 hardware purchases. 
Remember, it is likely that next Holiday season almost 
1/2 of households with “active” PlayStations will have 
owned them for two years or less. The PlayStation is 
very fresh to these households. Watch for big sales in 
marquee names and big TV advertisers. This might not 
be the year to launch a new software brand. 


Psygnosis: |t certainly looks that way. The hardware 
continues to move briskly at retail, and projections look 
solid for next year. With each of the previous hardware 
platforms, all the way back to the Atari 2600, the US 
installed base went well over 30 million, and there’s no 
reason to believe that won't be the case this time as 
well. That would bode well for the PlayStation for 
next year. 


Square EA: The success of the PS will always rely on 
the expansion of the hardware sold, but looking at the 
lineup of the release titles and marketing strategies, 
we can see that within the product's development 
period of the product lifecycle, SONY CEA‘s ultimate 
goal would be to create a larger target base (to estab- 
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R4; Ridge Racer Type 4 


Namco's premier racing series is back and it is a mas- 
terpiece. The graphics are some of the best that the 
PlayStation has ever seen and the game has retained 
the same exciting arcade feel of its predecessors. Tons 
of cars to choose from and plenty of different racing 
modes round out this anticipated title. 


Final Fantasy VIII 


How could anybody not be anticipating this title? 
Square's RPG is probably one of the most anticipated 
titles in the world for any system. Featuring a deep and 
involving storyline and gorgeous graphics, this game 


will be the big one to wait for in ‘99. If the demo that 
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lish younger audiences as main clients). The success 
of a larger target base will prove to be important with 
the PS and the upcoming PS2. So in essence, it can be 
said that the success of the PS will be dependent upon 
creating this essential target base. 


THQ: We believe that in terms of software sales, 1999 
will be the PlayStation’s most successful year. 
Hopefully, we will see a $99 retail price point that con- 
tinues to drive the hardware as well. 


2. What challenges does the 


PlayStation face in ‘99? 


989: Biggest challenge is coming up with new gaming 
breakthroughs as we've seen with NFL Gameday 99, 
Syphon Filter, Tobu, Spyro, Gran Turismo et. al. 
DreamCast Is probably going to be less of a threat than 
expected, based on the relatively weak software 
showing at the Tokyo Game Show. Nintendo contin- 
ues to remain viable in North America, which has 
become their only worldwide market. Therefore, | 
expect significant attempts by both Nintendo and Sega 
to re-establish themselves in this territory. Competitive 
pressures on the hardware company will increase, and 
creative pressures on the software side continue. 


Activision: The market is becoming saturated with an 
abundance of PlayStation titles, each competing for 
the consumer dollars. Although software price 
declines will continue to extend a title's retail shelf life, 
it is becoming increasingly more challenging for pub- 
lishers and developers to produce well differentiated 
gaming experiences. 


Capcom: PlayStation faces the technical challenge of 
the Dreamcast system and the marketing challenge of 
breaking out of the box (taking the system to younger 
audiences effectively). 


EA: I'd like to see PlayStation reach a brand-new group 
of video game players, who haven't owned a system 
in the past five years. These will be over 25 years old, 
not core gamers. 


Eidos: Keeping the momentum, ignoring the noise of 
the other platforms and reaching the next level of the 
gamer to make this a truly universal piece of home 
electronics, like the VCR. 


GT Interactive: Competition from other hardware plat- 
forms is a real concern with Sega launching its 
Dreamcast system. | think one of the big challenges 
sony, as well as its third-party developers, face is in 
providing consumers with the types of games that will 





4 R4 is simply the most beautiful racing game available. 
Wat until you see it in action! 
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have them coming back to PlayStation as their gaming 
platform of choice. 


Interplay: The PlayStation is well entrenched so the 
momentum should keep it going. The only issue It may 
have is that consumers start to slow their purchase of 
it while anticipating the Dreamcast machine. 


Konami: It's a challenge that all hardware goes 
through - making sure that the current owners still con- 
sider the machine an active part of their entertainment 
schedule. As you know, many of the core owners will 
be looking out onto the horizon for the “next big thing” 
- in this case, PlayStation 2 - and may become more 
reluctant to invest in new titles for their current 
machine. That's a problem all publishers and hardware 
makers have gone through, from 8-bit through 16-bit to 
the current 32-bit machines. However, as long as pub- 
lishers continue to make good games, the consumer's 
interest in the platform the games are on will stay high. 
Sony has, so far, excelled at promoting its machine and 
| feel confident it will continue to do so. 


Namco: | believe that Sony’s biggest challenge Is not 


to become complacent. Nintendo (in the 8-bit days) q 


and Sega (in the 16-bit days) did so well that they took 
future success for granted and, as a result, they stum- 
bled when they brought out their next systems. Sony 
may be the winner in the current generation of games, 
but it is important that they not abandon the strategies 
that made them successful. First and foremost, they 
need to continue to value and support their third par- 
ties. Sony's own lineup of Tirst-party software Is much 
stronger now than at the 1995 launch of PlayStation, 
but even with their own strong lineup, they will need 
all of the top third parties 100% behind their new sys- 
tem in order to ensure success. Fortunately, | do think 
that Sony will continue to stand behind the third party 
partnerships that bring so much great software to 
the PlayStation. 


Naughty Dog: Realistically, PlayStation will face few 
competitors in ‘99. The Dreamcast might be launched 
in the last quarter of ‘99, but it COULD be twice the 
price of the PlayStation, even at $199, and it will have 
a small installed base (less than 1 million Dreamcasts 
vs. 15+ million PlayStations) in ‘99. The Nintendo 64 
will fall further and further behind in hardware and soft- 
ware sales, due to high priced cartridge-based soft- 
ware, and limited title releases. In Japan, the N64 Is 
already dead. The PlayStation’s main challenge in ‘99 
will be fighting its own success. Might the Playstation 
have reached the limit of hardware saturation? As we 
approach the end of ‘99, it is likely that the PlayStation 
will have reached more gamers worldwide than any 


other home console in history (portables not included). 
In other words, by the end of ‘99, the question for a 
gamer will be: besides your PlayStation, do you own 
another console? Then the next question Is: who else 
out there is interested in games? 


Psygnosis: The biggest would be to continue to pro- 
vide high quality games that stretch the limits of the 
hardware’s performance. Each year of the 


PlayStation's life, there have been more and more 
titles released. This year | believe there will be more 
than 300. As the quantity grows, it becomes more dit- 
ficult to maintain and improve quality in the software 
selection. | know SONY CEA is pretty diligent about 





Chris: I'm really 
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hoping that we will continue 


etc. But we need to balance that with a strong 


come up with cool new stuff. 


this. Plus, there will be the other two hardware plat- 
forms - N64 and Dreamcast - to contend with. In the 
case of Nintendo, it is impossible to rule out a compea- 
ny with the financial war chest they have. Their suc- 
cess will ultimately rest on the quantity of major titles 
released for the platform, and they may have to look at 
more aggressive pricing to make inroads in tne 
PlayStation market share. Dreamcast may play a role 
next year, but even if it were to be successful, it would 
still be in ramp up mode. As such, the PlayStation 
looks to remain as the leading platform in 1999. 











| to see new and innovative types of games come | 
| to the PlayStation. The system's getting older | 
| now, and it would be all too easy for companies | 
| to just put out the same stuff we've seen before. | 
Don't get me wrong, I'm always happy to play | 
the latest Resident Evil, Tekken, Street Fighter, 


| influx of original hits. | trust Sony to continue to | 





Square EA: |n addition to the expansion of the target 
base, and with regards to the Sega Dreamcast , which 
will be introduced in the near future, the number one 
challenge would be to maintain the PS in the number 
one hardware position while connecting it to the next 
generation hardware. Also, the software called the 
"Pocketstation”, which contains a function which syn- 
chronizes with the PlayStation, is also an equally 
important concept. 


THO: The ability to get to $99 in ‘99 may be a chal 
lenge for the PlayStation. We believe that the $99 price 
point is key to continuing to drive hardware sales. 
Continuing the flow of high quality software Is always 
a challenge, but we believe that both Sony and third 
parties can meet this. 


3. Is there any room left for your 
company to squeeze more power 
out of the PlayStation? 


989: We are getting better at PlayStation game devel- 
opment all the time and expect 1999 to showcase our 


a best efforts yet. Yes, we can get more out of the 
4 PlayStation for some time to come. 


"Activision: Absolutely. The software has not yet 
___ feached its full potential. Over the next several years, 


development teams will continue to push the system 
in new ways, further enhancing gameplay, graphics 
and audio. 


Capcom: Capcom has one of the best R&D divisions 
in the industry. As they have with each PlayStation 
game they have produced so far, | believe they will 
continue to push the power of the PlayStation. We 
have found that some of our newest arcade games 
can not be well implemented on the PSX due to the 
processing limitations of the machine. As such, games 
like Marvel vs. Capcom can not be produced for the 
current PSX. 


EA: Absolutely. ‘99 will bring better animation, faster 
performance for higher frame rate or more details, 
smarter use of color palettes, and better use of mem- 
ory cards and dual shock. 


Eidos: Wait until you see Legacy of Kain: Soul Reaver 
and Omicron and then ask me... 


GT Interactive: One of the benefits that an estab- 
lished hardware system enjoys over a new system Is 
that the developer is already familiar with the machine 
and knows the programming “ins and outs.” 
Experienced developers, such as Oddworld 
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came with Brave Fencer is any indication, this title will 
live up to our expectations. 


* Resident Evil 3 

Resident Evil 2 was our #2 game this year and we're 

expecting the sequel to be even better. Nobody knows 
what shape the game will take, but it is speculated that 
it will be the beginning of a different story arc (the pre- 
vious storyline is said to be resolved in the Dreamcast 
version of the game) that will be followed up with the 
PlayStation 2 version.The only thing we know is that 
the game will be even bigger and harder than the first 
game was. — 





A FF VIII is probably the most anticipated title of the year 4 According to Capcom we can expect the new project 
and it looks likeit will be well worth the wait. from the RE team to be even scarier than the first two. 








Inhabitants with Abe's Exoddus and SingleTrac with 
Rogue Trip and Streak aggressively push the limits of 
PlayStation hardware, resulting in a more engaging and 
immersive game-play experience. 


Interplay: There seems to be endless ways to 
squeeze more out of a machine. | remember the qual- 
ity of the Apple Il games always getting better almost 
ten years after It shipped. 


Konami: There's always room to squeeze that little bit 
extra juice out of a machine. If you look back at the 
SNES machine, it wasn't until the very end of the life- 
cycle of the platform that consumers got to see some 
of the best games. It was only then after three years or 
so that the programmers found new and interesting 
ways to hit the metal (code directly to the chipset). So, 
yes, | think we can all push the hardware a little more. 


Namco: Absolutely! A4: Ridge Racer Type 4 Is a dra- 
matic showcase of the power that is still being found 
in the PlayStation system. When Gran Turismo was 
released in April of 1998, many people said that it 
would never be possible to bring out a technically supe- 
rior driving game. Well, guess what? R4 is miles 
ahead! It features superior graphics, with stunning light 
and shadow effects, and the smoothest, fastest 3-D 
ever seen. This game gives me confidence that we 
nave not yet seen the performance limit of the 
PlayStation game console. 


Naughty Dog: Yes. Naughty Dog's ‘98 title, Crash 
Bandicoot: WARPED, has lots of groundbreaking tech- 
nology in it. It also has sections of code written in 1994 
for Crash 1. The game Naughty Dog will release in the 
fourth quarter of ‘99 has been rewritten from scratch 
using the knowledge base we have built up since the 
beginning, but couldn't include in a Crash product with- 
out changing every corner of the engine. Look for a 
new genre and new technology from Naughty Dog in 
‘99. And look to redefine the PlayStation's capabilities. 


Psygnosis: Psygnosis |s already into third and fourth 
generation PlayStation development, and yet we stil 
find new ways to leverage more out of the hardware. 
Technological achievements, like consumers will see 
with the introduction of our upcoming game Roll Cage, 
indicate there is still more that can be done, and the 
entertainment experiences will be that much better. 
Watch for new versions of our franchise titles next year 
to raise the bar even further. 


Square EA: At the time of release for FFVI/ we 
believed that we had created a game which utilized the 
specs of the hardware to the fullest, but with FFVI// 
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__ ly to the PlayStation and it looks awesome. This ver- 











sion features more @ characters than e ever before featur- 


which is presently under development, we believe that 
this aspect has been improved upon greatly. With the 
constant Improvement of the software technology, 
new and additional elements such as the mobile 
terminal “Pocketstation” shall allow the PS for 
Ongoing improvement. 


THQ: We think that the development community can 
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nomenal. There are a lot of questions which need 
answers before one could give an educated opinion 
regarding the release of another system. Depending 
on price point, manufacturing ability, software develop- 
ment lead times etc... many options are available for 
Introducing any new system. In my opinion, | would 
like to see a new hardware introduction the year fol- 
lowing a 30% or more drop in current hardware sales 
trom the previous year. This assumes previous console 
launch patterns are followed and less than a million 
units of new hardware are available in the first six 
months. 


Activision: We expect that the PlayStation hardware 


will continue to sell well through Christmas 2001. More 


Steve: It is 1999 and the PlayStation has over 


500 games available for it. While that variety is 
great for gamers, | am starting to notice a trend. 
| Too many developers are releasing way too | 
many average or sub-average games. This — 
should not be happening, especially since the | 
- PlayStation has only been out for a little over | 
- three years. 
My hope for this year is that developers think | 
carefully before releasing games and try to cre- | 
ate products that are unique and innovative. | 
Don't get caught up in the rut of simply releas- 
ing a title because you can or because it is just | 
another sequel in a popular franchise. It is this © 
_ kind of thought that destroys a console. Instead, © 
| release fewer but better titles and 1999 could 
- end up being the PlayStation’s best year yet. 





always tind more power out of any system as the sys- 
tem ages. We witnessed the quality of games from the 
super NES at the end of its cycle. Game quality is get- 
ting better and better and ‘99 should be no different. 


4. Will the PlayStation run out of 
steam anytime soon? When do you 
think PlayStation 2 should be 
released? 


989: | don't see any signs that the PlayStation is run- 
ning out of steam. The year to year growth in the 
installed base as measured by TRSTS has been phe- 
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4 Kain looks to be one of the beiter ames to come in | 


_ 1999 with excellent graphics and a disturbing story. 


. importantly, we expect software sales to provide lucra- 
| tive revenue streams for many years to come. We 
anticipate that Sony will be launching its new system 
late in 2000. 


__ Capcom: We are already seeing signs that the demand 


for the PlayStation is slowing down as sell through vol- 
umes have shifted to mass merchant versus tradition- 
al toy and specialty retailers. This is clearly a sign that 
we are well along in the PSX lifecycle. | would think 
that the PlayStation 2 should be announced at Toy Fair 
in February 2000 and ship that fall. 


EA: There is still plenty of life in the PlayStation. The 
next system should be released Sept. 1, 2000. 


Eidos: See our previous answers to the first two ques- 
tions. Christmas 2000 seems like a nice even number 
tor a hardware launch. 


GT Interactive: PlayStation’s market penetration, price 
point and catalogue of games will continue to make it 
a very viable game system even with the launch of 
PlayStation 2, so | don't see it running out of steam 
anytime soon. 


Interplay: If Dreamcast is a success, | would think 
sony would want their machine out sooner rather than 
later. If Sony continues to get top software released 
and there isn't another machine that is taking all the 
core gamers away, then they can steam on for some 
time. Every time a game system releases a AAA game 
just helps push more hardware into the home. 


Konami: It will be released when Sony thinks it is time 
to do so. When that will be, | cannot say. 


Namco: |t's human nature to focus on the whatever Is 


new, but I'm sorry that all the buzz on PlayStation 2 Is 
taking focus away from such an incredible system like 


met et tae 
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today’s PlayStation. I'd like to make the case that 
PlayStation 2 shouldn't be released until the time is 
right and not until Sony and its third parties are satistied 
that it will break all preconceptions about what a con- 
sole-based games system is able to do and there Is a 
great selection of software available to showcase the 
new system's capability. 


Naughty Dog: The PlayStation will sell more hardware 
and software than any other system in ‘99. Some of Its 
best titles will be the highwater mark in their genres. 
The PlayStation 2, if it exists, should not be released 
until the year that the previous statement is not true. 


Psygnosis: It’s likely that the PlayStation will follow 
fairly traditional hardware curves for this industry, 
which means that 1999 will probably be the last big 
hardware year before the machine begins to taper off. 
However, there are things which Sony can do, and | 
expect they will, to lengthen that life cycle and bring 
additional audiences to the machine. So while the hara- 
ware numbers may begin to decline in 2000 and 
beyond, properly managed there is still a healthy soft- 
ware market which should exist with the platform for 
several years. As for PlayStation 2, there are few if any 
companies who understand consumer electronics like 
Sony. | expect their priority will be to make sure what 
they do with PlayStation 2 will be right for the long 
term, rather than concerning themselves with any per- 
ceived need to rush the machine to market. Hence | 
don’t think they'‘re in any hurry, and their nearer term 
focus is to maximize the performance of the first 
PlayStation. It seems unlikely that it will be before the 
year 2000, and only then will be released when they 
feel the product and the market are both ready. 


Square EA: Looking at the hardware shipment and 
product lifecycle, it can be said that it has reached its 
maturity in the Japanese market. In the United States, 
in 1998, one can see that it is still in Its last develop- 
mental stage. With regards to the PlayStation’s product 
lifecycle, it seems that it will reach a lower develop- 
mental stage, but with the improvement of software 
technology, and with new elements, such as the 
mobile terminal “Pocketstation”, the abilities of the PS 
can, in essence, be expanded, allowing the develop- 
ment/maturity stage to continue for some time. Due to 
lack of detailed information, at the present time, we 
cannot disclose any information regarding the specs of 
the PS2. It can be said that, regardless of the PS2, the 
motivation to purchase the hardware Is based on the 
specs, software number, and the software content. 
This type of information should be released at a time 
when this information begins to intrigue and fascinate 
the user. 
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THQ: PlayStation hardware will probably peak at the 
end of next year and decline in the years,g000 and 
2001. PlayStation 2 should probably be releaSéd in the 
U.S. in the fall of 2000. 





5. How do you see the market ¢hang- 
ing with the arrival of PlayStation 2? 


989: Well, PlayStation 2 Is a generic term for any sub- 
stantial advancement over current console technology. 
If we assume he a De wusysiom. would De substan- 














Noah: NO MORE SEQUELS! All these annual | 
part twos and threes are watering down the | 
| wide variety of games out there. Sure, there are | 
over 500 games, but have you ever wondered | 
how many of them are just the same games 
with a two or three attached? True, sometimes © 
a sequel can be mind blowing, like Colony Wars: | 
Vengeance or Need For Speed Iil, but for the | 
most part, it’s the same old thing. | want to get | 
| excited about totally new, unique games that | 
| get the same amount of resources in their devel- | 
opment as the big sequels. I’m hungry for the | 
new experiences, not the ones I've seen before. | 


tially superior to the state of the art PC at time of 
launch, then | expect we'll continue to see assimilation 
of the traditional PC gaming genres into the console 
market. So real-time strategy games, graphic adven- 
tures, and simulations are likely to become mass mar- 
ket console categories. In addition, | expect we'll see 
the emergence of new genres just as we have with 
the current PlayStation. 


Activision: Sony's worldwide consumer penetration 
for the PlayStation is greater than any previous, console 
system. Although it may take a few yes build a 
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A The first Gran Turismo was technically brilliant and it 
looks like the new one will be even belter, 
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substantial installed base of the new machines, 
the PlayStation 2 has the potential to surpass 
its predecessor. 


Capcom: Can't really answer that because we don't 
know anything about the specifications, timing 
Or pricing. 


EA: PlayStation 2 will bring older, more average cus- 
tomers into gaming than ever. It's really too early to talk 
about PlayStation 2, but technology transitions are our 
friends. We have picked up share during transitions in 
the past and they are also the ideal time to launch 
new properties. 


Eidos: My magic 8 ball says, “Reply hazy, try again”. 


_ GT Interactive: Assuming the PlayStation 2 


launched in North America sometime next year, we 
don't see the market changing all that dramatically. The 


early adopters will be first to purchase PlayStation 2, 
but the majority of consumers want a system that has 
a wide variety of games to chose from, so the 
PlayStation will remain a very strong platform even 


after the launch of PlayStation 2. 


Interplay: For us, we are especially looking forward to 
it, since we feel we have developed the skill sets to 
create games on very high end hardware due to our 
heavy PC development. We are in very good position 
for some more powerful game consoles. 


Konami: Initially there will be an overlap between the 
original PSX and its successor. Games will continue to 
be made for the first machine, though in greatly 
reduced numbers. However, those that are made will 
probably be of the highest quality. Perhaps the biggest 
change we'll see is the expansion of the already huge 
installed base. | think Sony has been very successful in 
piguing people's interest in video gaming again. Men 
and women of all ages are now playing games. That's 
an enormous market to tap into once the new machine 
is released. 


Namco: This is a question only Sony can answer right 
now. | think the big question is whether the system will 
represent a step towards “convergence,” and be a 
system that combines elements of a set-top cable box, 
movie player, internet system and games console, 
among other things; or will PlayStation 2 simply aim to 
be the ultimate games system? One thing is for sure: 
whatever it Is, It's going to be hot. 


Naughty Dog: This question is best answered when 
PlayStation 2 has an announced release date. 
¢ = @ @ 


_ Parappa 2 ie ’ 
Earlier this en PSM got t to meet Cup. with Mats Ura 


BO 6 6 0 8 0:0:0'O 0:8 6008 9'9 8 60:93:08 








: of the featur es he'd like to inclu 4 e ie eo . oa ie at 
- expecting more of the same g koe rapping 


Among the slew o Re 1 . 
we're likely to see, the 0 one ‘that Sey stands out is - f 
Konami's creepy Silent Hill. Sporting a real-time engine — : 


instead of the pre-rendered backgrounds used in ; 








coe 








Psygnosis: |t should be similar to the transitions we 
have had between Atari and Nintendo 8-bit, from 8-bit 
to 16-bit, and 16 to 32-bit. People who have had their 
PlayStations the longest will most likely be the first to 
jump to the new platform, along with the traditional 
“early adopters” who are always in the market for the 
next best experience. From an overall market stand- 
point, there will probably be a dip in the business while 
the transition occurs, but again, this will depend on 
additional factors - Sony's PlayStation 1 life cycle man- 
agement, Nintendo's performance with the N64, and 
Sega's ability to make inroads with the Dreamcast. 


Square EA: Regardless of the PS2, incorporating a 
new generation hardware will affect the game industry 


in numerous ways; development structures will 
become larger, software companies will experience 


“natural selection”, and SURE ERE and 


localization of the games worldwide will accelerate 


at a faster pace. 


THA: It’s hard to say, since we really don’t have any a 


firm specs on the PlayStation 2. Hopefully, it will allow 
for an order of magnitude better in terms of visual qual- 
ity. Like always, we'll have to produce great games 
with the new technology. But again, we think the pub- 
lishing community can rise to that challenge. 


6. What chance do you think Sega 
has at taking a chunk of the market 
away from Sony’ with the 
Dreamcast? What about Nintendo? 


989: Sega has a huge challenge in front of them. Even 
if they achieve moderate success, | expect it will more 
likely expand the market rather than cannibalize it. | 
don't believe we'll see Sony's market decline in raw 
numbers, but obviously Sony’s percentage of the mar- 
ket might be lessened if the console gaming universe 
expands to accommodate Dreamcast. Nintendo has 
been very very quiet about their plans, but unless they 
make radical changes in their business model, they will 
continue to be the big fish in the smaller pond. 


Activision: The Dreamcast is Sega's last chance. Sega 
intends to commit substantial resources to insure the 
platform's successful launch. Nintendo has been in 
business for over 125 years, plus they are one of 
Japan's most consistently profitable companies. | 
expect Nintendo to be a successful video game com- 
pany for as long as there is a video game industry. 


Capcom: With the right financial backing and a strong 
line up of software, Sega has a very good chance of 
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taking market share away trom Sony, as they once did 
from Nintendo. Dreamcast is very powerful. Our first 
games on Dreamcast look exceptional and consumers 
will feel the performance improvement. Sega still has 
strong software capabilities that, when supported with 
third party, can make it a success. Nintendo needs a lot 
more hit software that attracts an older audience and 
their software cost model will make it difficult to pre- 















Fra I'd love to see Sicaisisaes voully take t the 
system to its limits, technologically and con- 
- tent-wise. Games like Gran Turismo really 
| showed that the console had some serious life 
left in it, even after the advent of what some 
thought were the system’s pinnacle titles 










see other companies take advantage of the 
untapped part of the hardware. On the other | 
hand, | don’t want developers to take the story- 
line or characters in their game for granted. — 
Graphics may sell a game initially, but a well- | 
crafted story with believable characters will — 
| ensure that the game won't end up in the bar- 
gain bin two weeks later. With all the other sys- 
tems finally stepping up the competition with 
the PlayStation, Sony’s gonna need to make 
sure that they defend their position with quality 
and not quantity. 














vail. Still, one can never underestimate the ability of 
Nintendo to dominate this market. 


EA: Zelda and other very exciting N64 releases could 
improve N64 share, as Donkey Kong Country improved 
SNES share well after launch. EA is still evaluating 
Dreamcast and has not made a decision. It won't have 
much impact on overall share in its first year, since it 
will still be in rollout mode in the U.S. The most units 
any new console has sold in its first year was under 1.5 
million units (SNES) and the most software was about 
2M units (SNES). We expect more than 40M units on 
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like this game will be worth the wait. Sporting four sep- 
arate engines (third person, driving, skiing, underwater) 
which all look to be excellent in their own right as well 
as the excellent “Bond” feel, this Tans should be d 
winner when it comes Sout i in n June. > 8 
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PlayStation in U.S. alone in 1999. 





Eidos: | thought this was a PlayStation mag... serious- 
ly, both have a chance with solid games, backing of 
third parties, a machine that is workable (both for con- 
sumers and developers) and a price that all will sup- 
port. It's not so easy if history is to be your guide. 


GT Interactive: Sega has enjoyed success as a hard- 
ware manufacturer before, so it's not as if this is their 
initial foray into hardware, and Nintendo enjoys tremen- 
dous brand recognition, so the possibility of one com- 
pany gaining marketshare over another is very real. 


Interplay: It all comes down to their software releas- 
es. As long as Nintendo can release great games like 


Zelda, Banjo and James Bond, they will continue to 
penetrate the market. Same goes with Dreamcast— 
they must have a steady stream of solid games. 
~___ Dreamcast may be more successful than Nintendo has 
been because of their coin-op background and their 


Strong third part support. 


Konami: There's room for many different platforms. 
Apart trom the marketing to persuade people to buy 
the hardwere in the first place, the real challenge for 
tirst parties is to persuade enough people like us to 
make great games for their system. Both Sega and 
Nintendo have managed to do this before. | am sure 
they will continue to do so. 


Namco: The great new thing about our industry is that 
every new generation of games consoles has the 
chance to create new winners and losers. Traditionally 
sega likes to be the first in the market: Genesis was 
the first real 16-bit console, and Saturn was the first 
“Next Generation” system. Nintendo plays it the other 
way, preferring to take their time and come to market 
with a console that might take advantage of newer 
technology. Who will be the winner? Probably the one 
that has the latest version of Jekken! It all comes down 
to software. A system doesn't need to have the latest 
technological buzzers and bells, it needs to have the 
best games - games trom places like Namco. 


Naughty Dog: The Dreamcast, in Naughty Dog's opin- 
ion, IS not powertul enough to force a turnover in gen- 
eration. Ve see it as a supercharged N64. There are 
many bad reasons to support a new technology, and 
we see many developers following the Dreamcast for 
one or more of the following: 

1. They have the development bandwidth to rely on, 
hedging their bets instead of making a hard decision on 
whether or not to support a new system. 2. They have 
failed to establish a unique technology or marquee 
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brand on the PlayStation, and see a new system as a 
fresh chance to shoot for making an impact when the 
competition is scarcer. 3. They want to work on the 
newest thing without regard for the possibility of 

its market success. 4. They believe that supporting 
multiple hardware companies lessens the strength of 
all hardware companies and makes software compa- 
nies like theirs stronger. 5. They got a quick buck for 
promising to create a big title for the new system, yet 
accept the fact that the final product Is not likely to 
recoup. Think about it... Nintendo Is in trouble 
in hardware. 


Psygnosis: Ultimately, it’s all about the software and 
the entertainment experience. As long as the 
PlayStation is the leading format, developers are going 








| Blake: 3D isn’t necessarily the only answer! 

| While I'll admit games like Metal Gear Solid are 
astounding, Heart Of Darkness was still one of 
my top games of the year. | want to see more 
developers concentrate on fleshing out solid 
game ideas and mechanics instead of just push- 
ing the technological front. | would also like the 
shift towards the more mature stories in games 
like Xenogears to continue because these 
appeal to me more than the cutesy 3D titles. I'm 
hoping that developers work on titles that are | 

| not just fun to play, but they are deep and | 

| thought provoking. “Mature” shouldn't mean 

| just more blood and violence. 


to gravitate to where the market Is. Developers also 
have a natural tendency to want to work on the latest 
technology, so there will certainly be Dreamcast sup- 
porters, but again, it’s all about what they do with that 
technology. If Sega has games on the Dreamcast that 
far outshine the N64 and PlayStation then they will 
make an impact. If not, they won't. 
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Time Cnisis 2 
__ While not officially announced by Namco, inside opin- 
__ jonis certain that we will be seeing this excellent light- 
gun game in the States sometime in the next year. The 


_unique two player mode from the arcade is thought to 


be replicated through the use of the PlayStation link 
~ cable. Judging from the translation of the first Time 
Crisis, we have high hopes for this new incarnation. 


Vigilante 12 

Very little is known about this sequel to Vigilante 8 other 
than its title and the fact that its currently in the works 
for a release for the next Christmas season. You can 
bet, however, that there will be more vehicles, 





Square EA: Looking at the game market overall, it is a 
pleasure to see the market become more active with | 
the introduction of a new hardware system. As | have | 
stated before, the motivation to purchase a hardware 
is related to its specs, software number and content. 
Each hardware maker will determine the shares 
according to this information. 


THQ: Sega's Dreamcast, as exhibited at the Tokyo 
Game Show, looks to be an excellent piece of hard- 
ware. But I’m sure even Sega would say that they | 
have to execute flawlessly to penetrate the market as | 
Sony has done with the PlayStation. Regarding 
Nintendo, | always have respect for them because of 
their large cash balance and their total commitment to | 
the business. | 


989: E38, Company picnic, Christmas party, 
Thanksgiving turkey giveaways. Seriously, first off we'll 
ship all the games that slipped out of this year it we 
don’t kill them first. Then, we'll continue to build the 
989 Sports and 989 Studios brands. We'll also contin- 
ue developing our internal studio model by adding a 
Santa Monica group. 


Activision: Quake //, Guardian Legends, X-MEN, 
Space Invaders are just a few of the many titles we 
have planned. You can look forward to more surprises. 


Capcom: Capcom will continue to produce great | 
games, many translations of arcade games sucn as | 
Marvel Super Heroes vs. Street Fighter and Street 
Fighter Alpha 3 and many designs that are sequels to 
previous mega hits and awesome original designs. 


EA: EA will introduce new product lines in racing, 
wrestling and action sports. 


Eidos: Soul Reaver, Gex: Deep Cover Gecko, Warzone 
2100, Urban Chaos, Omikron, and Vermin are our 
announced titles, with a couple of nifty surprises that 
we'll show at E3. 


GT Interactive: In 1999, you will see GT Interactive's 
continuing transformation into a  cross-media 
entertainment company. 


Interplay: We have a few key titles planned for the 
PlayStation in 99. Our big titles will be Earth Worm Jim 
3, Messiah and a Star Trek game. We are trying to just 
come out with a few AAA titles and make them shine. 
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Time Crisis 2 will be another tough conversion for 


Namco but we think they’Il do a great job as usual. 








Konami: Some of the first things you'll see from us are 
sequels to successful Konami brands. And the reason 
for this is that our fans have actually asked for these 
games - Vandal Hearts 2 and Suikoden 2. RPG fans are 
some of the most ardent and they want to see the 
extension of storylines or the continuation of the uni- 
verses they've played in. After that | can’t really say. 
Just keep your eyes and ears open - we certainly plan 
to surprise a few Tans next year. 


Namco: People who visited the Tokyo Game show 
had a chance to see R4: Ridge Racer Type 4, which is 
nead-and-shoulders above any other driving game 
you ll see in 1999. There was also a sneak-peak at Ace 
Combat 3. Both of these games will be coming to the 
US in 1999. But most of the excitement seems to be 
centered around our new Pac-Man game, which fea- 
tures an all new 3-D action mode, a fantastic 3-D maze 
mode, and the original arcade classic. This game creat- 
ed a great buzz at the last E-3 show, and there’s no 
question that it's going to be a huge hit. 


Naughty Dog: Naughty Dog will focus on one 
specific title as always. New Genre. New 
Technology. PlayStation. 


Psygnosis: We will be leveraging our franchise titles to 
give the consumers what they have already 
established is what they want. Additionally, there are 
new original titles which will hopefully become new 
franchises. Rol! Cage, for example, takes advantage of 
Our racing heritage and experience and creates a new 
visceral experience that will have mass market appeal. 
It hits all the right hot buttons. We expect it to be our 
biggest title in the first half of 1999. 


Square EA: | cannot disclose any information regard- 
ing titles at this time, but within the United Sates, we 
are looking to release seven titles by the end of 1999. 


THQ: As usual, THO will be a multi platform developer. 
Our key PlayStation titles will include certainly, more 
wrestling and Rugrats. We will introduce our first BASS 
Tishing title for the PlayStation, and let's not forget 
about Danger Girl in the back half of 99. And don't for- 
get: we're watching the Dreamcast carefully. 


8. Will your company support the 
PocketStation? Which games are 
planned so far? 


989: We've made no decision on PocketStation, other 
than that we think It's very cool. As soon as Sony 
announces their plans for this device in North America, 


we ll examine the opportunity. 


Activision: 
the platform. 


Activision is currently evaluating 


Capcom: Capcom Japan's release of Street Fighter 
Alpha 3 will support the PocketStation. Whether or not 
tne US releases a version of Street Fighter Alpha 3 sup- 
porting PocketStation will depend upon the timing of 
the US launch of PocketStation. 


EA: No plans have been announced yet. 
Eidos: Yes, and that's the fun of E3... 


GT Interactive: At this time, we have not officially 
announced anything for the PocketStation. 


Interplay: We don't have specific plans, but are likely 
to support what Sony does here. 


Konami: Sorry, no details are available at this time. 


Namco: | think the PocketStation is great! R4 is the 
first Namco title we have designed to support the 
PocketStation. You will be able to use PocketStation to 
trade cars with other players. This is important, 
because in A4, collecting every car in the game is 
extremely difficult. There are lots of hard-to-earn exot- 
ic cars, not to mention all sorts of secret cars. So the 
PocketStation definitely adds to R4’s playability. 


Naughty Dog: Naughty Dog’s support of the 
PocketStation was announced at the Tokyo Game 
show. Crash Bandicoot: WARPED will be one of the 
first titles to support the PocketStation at its release in 
Japan. We love the technology, as well as the idea. Our 
future titles will definitely support it. 


Psygnosis: | fully expect us to be on board with 
PocketStation. Title selection is being examined now, 
but it's premature to commit to specific entries. 


Square EA: | cannot disclose any information regard- 
ing titles at this time, but we are thinking to support 
several titles. 


THQ: We saw the Pocket Station at the Tokyo Game 
show a few weeks ago and are trying to formulate a 
strategy for capitalizing on It. So far we haven't planned 
any games. In fact, we think that the Pocket Station 
will be an extension of some of our existing games, 
rather than stand alone games, like the Game 
Boy platform. 
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and the sequel looks to continue in the same tradition. 
Instead of focusing on flashy graphics, the sequel looks 


~ to keep the same sprites as before and once again con- 


centrate on the story. This isn't a problem with us, and 
with 100+ characters to gather into your party again 
this game should keep any RPG fanatic busy until FF8. 
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9. Other than your own products, 
what are you looking forward to on 
the PlayStation? 


989: You re running this in January and I’m writing this 
in November, so it's hard to predict what is actually 
going to be coming out that many months ahead. I'm 
Still looking forward to Crash 3. 


Activision: |'m really excited about Final Fantasy VIII. 


Capcom: Products with much better gameplay and a 
lot less eye candy 


EA: Final Fantasy VIII. Final Fantasy VII was a great 
great game that sucked up my entire Christmas vaca- 
tion last year. 


Eidos: Shadow Madness and, of course, any WCW 
wrestling games. 


GT Interactive: | think Metal Gear Solid and Crash 
Bandicoot 3 are both tun games. 


Interplay: |'m hoping there is another Resident Evil 
sometime soon. | love the mood those games create. 


Konami: The Pocketstation, FFVI// and Tomorrow 
Never Dies. After all, | am a Special Agent. 


Namco: Vell, as for myself personally, I'd love to see 
another Parappa game soon, even though | still can't 
get the original Parappa songs out of my head! “When 
| say boom, boom, boom...” 


Naughty Dog: Gran Turismo 2, Final Fantasy Vill 
Legacy of Kain Il, Tomb Raider III 


Psygnosis: Continued excellence in development. 
Every year there have been a number of ground-break- 
ing new titles, titles like Formula 7 in 1996, Final 
Fantasy VII in 1997, and Metal Gear Solid in 1998, 
which push the envelope as both technological and 
entertainment experiences. Rather than being intimi- 
dated, we see that as a challenge, and we like chal- 
lenges. 


Square EA: In our mission to expand the RPG genre 
among the public, we are hoping that other companies 
will release big name RPG titles in the United States. 


THQ: Are there any other products for the PlayStation? 
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Activision: Although it has not yet been announced, 
we will be bringing one of the world’s most recognized 
and celebrated Super Heroes, Spider-Man, to the PSX. 


| Capcom: Another original creation from the team that 
produced Resident Evil is planned for 1999, but bigger, 
‘scarier and more challenging. 


| | Eidos: All employees will be required to wear boxers, 
Sure, the people in charge of the third parties | not briefs. Shhh, don't tell anyone or it won't be 
know what's going on, but who can predict the 9 secret. 


future better than a bona fide psychic? PSM turned 


on the local late night TV infomercials and didsome | Wamco: You wish! Well, | can give one hint. Just as 
hefty research on which psychic would be the best | Namco broke into a new genre in 1998 with the RPG, 


for our situation. After much channel-tlipping, We | — Tales of Destiny, we will enter another big new genre | 
came across as psychic hotline that fit our needs in 1999. That's about all | can say for now. 


and we gave it a call. Here are the answers that 
were given to us by our own personal psychic: 


1. Will ‘99 be the PlayStation’s most successful 
year ever? 

It will start out great and continue that way. Then 
there will be a bit of a slide and the price will have 
to come down for it to continue to be good, | actu- 
ally feel the year 2000 will be the best. 


2. What challenges will PlayStation face in ‘99? 
| would say cost would be one of them. Thats the 
major challenge. And | want to say something 
about... Something might be testy in regards to chil- 
dren. Maybe the games are a little rough or some- 
thing of that nature. They have to tone it down a lit- 
tle bit for a younger child... Modify it somehow. 


3. Is there more room to squeeze power out of 
the PlayStation? | would say by the summer. By August. 
Yeah, | feel they will. 
6. What chance do PlayStation’s competitors 
4. Will the PlayStation run out of have of taking away marketshare? 
steam anytime? None. 
At some point. ‘99 won't be the biggest selling 
year. | feel that year 2000 will. It will make a quick 7. How will our magazine, PSM, fare in ‘99? 
comeback | wanna say. Like | said, it will start out The magazine will be very successtul. Very 
great but there will be something that is questioned succestul. 
as far as younger children on it. When that is cor- 
rected and the price goes down then It will take off. 8. What are the best winning CA lottery numbers 
in Feb. ‘99? (note: These are our psychic’s predic- 
5. When do you think PlayStation 2 should tions and not ours!) 
be released? 1122404 36 3 
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Dead in the Water™ is a trademark of American Softworks Corporation. OPEG 96 Limited Partnership. ASC Games™ is a trademark of American See euesaclten © 1998. 
Dead in the Water™ is developed by Player 1. The ratings icon is a trademark of the Interactive Digital Software Association. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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and link cable) with 10 cars on the track » New racing simulation engine with a representative physics model ° All new 
features include G-force driver head movements, animated pit stops, race replays, and more. 
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The world around Raziel morphs, and the 
platform that was previously unreachable 
lowers into plain view. 
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Publisher Spaz/Working Designs Release Date Ist Otr ‘99 JANUARY 1999 
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ne of the biggest cult favorites ever on the Sega Saturn was Silhouette 
Mirage. The company responsible for developing the game, Treasure, has 
always Deen well known for its phenomenal work in the 2D scope of gaming, with 
a long list of past fan favorites for various systems, such as Gunstar Heroes and 













r The opening cinema will give you an =< The basen are ahaiae cher as ra 


Guardian Heroes. For its debut PlayStation title, Treasure and Working Designs’ _ idea of what a “silhouette mirage” is and as incredibly bizarre. Prepare for some 
how ey became what they are. — amazing eee 


shooter division, Spaz, are betting on a port of Silhouette Mirage to dazzle a new 
audience of gamers. 

Heavily based on the frenetic, action-based gameplay featured in 
Treasure’s other titles, the game begins as your homeland 
destroyed and all lite forms mutate into “silhouette mirages” 
(beings that are vulnerable to either spirit or health damage, but 
not both). Your job is to plow through the waves of enemies on 
each level by deciphering each enemy's “weakness”, which is 

dependent on which side 


¥ Throughout the game, enemy YOu Shoot them This IS 
designs will get more and more 


wacky as you get closer tothe heart the reason why the main 
of the destruction. character has a red and blue “QQ = 
side. The blue side will damage ee Cais: 
spirit, while the red side of the character will | 
harm health. This type of gameplay per- ~ 
CYA 



















.  fectly compliments the 2D nature of 
m the title and proves that there's 
©) still a lot of innovation left in the 
genre. Silhouette Mirage promis- 
es to challenge even the most skill- 
ful action enthusiast when it 
comes home sometime during the fBiocters. This 


first months of the new year. Cees lag | aa guy eels like he’s. 
| , rotten to the core. 


ee 


@ Determining how 

and where to inflict 

damage to each 
new enemy should 

_ provide enough | 

-variety and diversity | 


in n- gameplay. 














Publisher Capcom Release Date February 
Developer Capcom Type Fighting 
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2 an 25 home Se STE B ITY | big 
Ih --X ; 3 SS ea a ae oo 
ell, X-Men vs. Street Fighter was certainly Psd t  r / (ee | 





| not one of Capcom's finest hours. The 
game nad a quite bit of slowdown. and was lacking 
the one feature that made the arcade version some- 
what unique—a tag team mode. Now, with Marvel 
Superheroes vs. Street Fighter, Capcom. has a 
chance to redeem itself in the eyes of fighting game 
Tans everywhere. 

Granted, this game won't have a tag-team fea- 
Sees — sete eae eee ture in the standard battle mode either, but it does ) = The tag-team feature i is 
the learning curve. : Nave a special option, called Cross Over Mode, which may help make ee He aut Stas 

up 19 this shOronane: Basically, vou enoose two characters and the , 

computer chooses the exact same 
two characters, but reversed. Now, 
since both characters are loaded 
into the system. memory, you. 
can swap between the two just - 
like in the arcade. 

Capcom is also adding an ag f 



















4A OK, it's a 








enhanced EX combo: sys- 4f ¥/ i. i question, 
| _} tem, and a-new Recove : ~ but we ha 
ww Sea | fl. v ~ to ask: who do 
— anne ) an boots scomeremionineeell emmmmienctenines eet Gauge System, which ' | you think would 
“A ee 17 soos 5 eee A A The Special Altacks.| should interest fans of the Darkstalkers series. win in a fight? 
__fanging from Wolverine to Akuma. Every are very flamboyant _ 
_ player should be able to find one that and border on If only the slowdown can be. kept toa minimum, 


‘they like. eens the insane. | this game could end. up eing pretty good: 
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Publisher Capcom 
Developer Capcom 
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ou. = it is amazing how 
ree the Street Ranier Tran- 








series afte 
keep on playing. However, one would have 
| to admit that the games have gotten a bit 
| | dry in the last year or so. The franchise 
| | ~ simply needed something fresh to 
. © \) \ breathe life back into it. And it is about to 
get it, in the form of Street Fighter Alpha 
/ \ 3, the latest and, most probably, last title 
| in the ever-popular Alpha series. 
As far as Street Fighter games go, 
Alpha 3 looks to be one of the most 
innovative and refined. It’s like Capcom 
nas taken everything it has learned from 
its past fighting games, thrown out the 
ideas that didn't work, and perfected 
what was left. on 
Some of the new additions that 
| series fans will quickly notice are. 
the Guard Meter, (which works 
- against gamers who are always. 
| blocking), easier Alpha counters. 
and an improved alr-juggle sys- 


==" 





















oe here now, 
except for good of CIV Cae 


Pretty Ee Ee 


This is a classic battle of speed ver- 
sus power. Can Dhalsim’s quickness 


overcome the brute force of E. Honda? this that give the game: personality. 


aiees may a awesome, Te his 
te BYE attack still sucks. You 
can see it coming a mile away. 


variety in the fighting. 


Release Date March 


‘On. the: PlayStation, it 
will probably end up 


& You have to love the look on M. Bison’s 
(Balrog) face when he gets hit with Gouki’s 
(Akuma) uppercut. It’s little animations like 





A Most charnctere have an aaa Super 
Combo. move, which allows for even more 
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tem. Also, the range of 
special moves and throws 
has been shortened, which 
helps to improve — players’ 
eliminate “cheating.” 

The biggest addition, however, are the 
ISMs which provide players with different play- 
ing styles—a fairer way of fighting each other. 
Depending on which ISM you choose, your 
character will control differently. For example, 
in her X-ISM version, Chun Li lacks 
her Alpha series flip-kick and rising 
Kick, Dut has the classic Spinning 
Bird Kick. What a great idea this is. 

If this is indeed the last Aloha 
game to be released, then we 
can think of no better way 
to end the series. In the 











A Two of the new characters are the 
wrestler, R. Mika, and the former con- 
vict, Cody. Surprisingly, both characters 
are actually quite good. 


skills and 






















ok Ah... the Sumo Belly Flop. 
_ Honda first earned: this 


move in Supe eon Street 
, ac Fighter Il, and it 
arcades, this wee heal really changed 
Was simply brilliant. since then. 





~-¢@ Alle is one of the new 
__ characters, ane ea Deni heen 

-R. Mika and CO netomat wang 
“the convict. aa eoa duns ois 7 


being just as good. 
We just can't wait for 
this one! 
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if Capcom didn't add in a Fm oe = 2 2y = 
bunch of new gameplay cea | — 4 
ments. That's why Alpha Shas — 
a host of new things that eleva 

ers will have to learn and prac- 
tice. Here are a few of those 
new additions: 
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ys Fane eT] rede ees the mid- 
dle of their attack most often results in 
a Counter Hit, which sometimes allows 
you fo get in a few more free hits. 
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ve Dyes titi) on ee ISM wean 
choose—classic, new or Alpha—your 
character will play differently. 


PP Velie ati\ scone] Sst, titel y 
juggling system. You can now pee ft 
characters several times if your timing 


is dead-on. 
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My CIRLFRIENA SAYS 1 , ENS asultiniaee ANA Act 1 CARE 
AvcovT +t Playing FortAKEN , NFL” eer72, ANA Ayes NUKES? 
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Don't sweat the chicks my friend. What you need to do is get your 
hands around the new ASCII Sphere 360°™. It's the only way to really 
get 3D, and it’s the first intuitive 3D controller for the PlayStation® 
game console. The ASCII Sphere 360° senses all pushes, pulls & twists 
that you apply to it and translates those commands instantly into fluid, 
smooth movement. BAM! You're bustin’ crazy moves effortlessly. And 
check this out- games like Forsaken, NFL Blitz, and Duke Nukem Time To 
Kill are programmed to groove with the ASCII Sphere 360°. With game 
play like this, who needs a girlfriend anyway? 








ASCIIWARE’ 
imagine the Possibilities 
Customer Service 650.780.0166 www.asciient.com 


Produced under license by Sony Computer Entertainment America for use with the PlayStation game console.® 1998 ASCII Entertainment Software, Inc. All rights reserved. ASCIIWARE is a registered trademark of ASCII Entertainment 
Software, Inc, ASCII Entertainment, ASCII Sphere 360°, and the ASCII Sphere 360° logo are trademarks of ASCII Entertainment Software, Inc. PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
Entertainment Inc. All other brand and product names are trademarks and registered trademarks of their respective holders. FORSAKEN ©1998 Acclaim Entertainment, Inc. All rights reserved. NFL™ BLITZ™ Game ©1997 
Midway Games Inc. All rights reserved. BLITZ and MIDWAY are trademarks of Midway Games Inc. ©1997 NFLP. Team names and logos are trademarks of the teams indicated. The NFL shield, Super Bowl and Pro Bowl are 
trademarks of the National Football League. Officially Licensed Product of Players Inc. Players Inc. logo is a registered trademark of the NFL Players. Distributed by Midway Home Entertainment, Inc. Duke Nukem™ Time To 
Kill™ ©1996, 1997, 1998 3D Realms Entertainment. All Rights Reserved. Developed by n-Space, Inc. under sublicense from GT Interactive Software Corp. under license from 3D Realms Entertainment. Published and 
distributed by GT Interactive Software Corp. All other trademarks are property of their respective companies. 
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STRANGE 
INGLES 


One of the more interesting aspects of 
Silent Hill are the unorthodox camera 


angles. These are used to make the 
player feel more like the lead character. 


\ There are a lot of overhead angle shots 
used, which give the perception that 
someone or something is watching you 
from above. 


. Lower camera views, like this one, give 
the impression that everything is so much 
larger than it actually is. 


pthrs 


| eo t Rts : 


A beautiful graphics and breathtakingly (i 





Release Date February 
Type Adventure 


WL 


hile one of the quieter titles at this _.aill 
past Tokyo Game Show, Silent Hill 


still managed to impress a lot of game 4 
journalists with its eerie atmosphere, 


Publisher Konami 
Developer Konami 


ves 










Wher me would =f rome out 
at you. Silent Hilf will do this to you 
as well. 


rendered FMV segments. ie 

The game's story opens as a ¥ 
character named Harry Mason crashes “(aaa 
his car on the outskirts of a secluded town. “Sas 
After recovering from unconsciousness, Harry 
finds that his daughter, Cheryl, has disappeared 
and that the town of Silent Hill is mysteriously 
deserted. Wandering around, he comes upon a 
young motorcycle cop named Cybil, who's trying 
to figure out what's happened to the towns 
inhabitants. Now, in the vein of Resident Evil, it's up to both of you to tind 
Cheryl and solve the mystery of Silent Fill. 

What Silent Hill has over the Resident Evil series is the simple fact that its 
environments are fully rendered in real time. As you know, both Resident Evils 
used polygonal characters “pasted” on top of pre-rendered backgrounds. 
While this allows for more detailed backgrounds, it severely limits wnat type 
of camera angles you can have. Since everything in Silent Hillis composed of 
polygons, this is not a problem. The developers were able to add in some 
amazingly dynamic camera angle changes, which help to convey the disori- 
ented state that Harry is in throughout the game. 

Still, the most important elements of this type of this game are the story 
and the puzzles. If Konami can deliver what it has promised, then Silent nil! 


Ba rs 
a 


+. Because you can’t see 
anywhere but where 
your flashlight shines, 
there is always that sense 
of suspense. 





A Walking arena in the jan can be 
scary, especially if some faceless zombies 
appear and try to kill you. 





rete ate ya 


A While exploring Silent Hill, you will 
come across some very distur ing things. 
Even Resident Evil never went this far. 








could very well end up on par with anything Capcom has ever done, and that | oe 
is saying a lot. 


i eo it vebeen 
Peiiaeues 3 tis 





Wig te 
Take Mise 


& Wandering renal art find items 
that you can pick up and use. Players 
will have to explore everywhere to 
ensure that a don't miss ee 


Dh Nu Malsaie asta 
A The games cinematic story sequences 
are handled with both in-game graph- 
ics and pre-rendered FMV segments. 


& Remember that moment in Resident 
Evil 2 when the birds smashed in 





through the windows? Well, get ready 
for some more of that kind of stuff. 











More EC the restau- 
Puls is faggy. This town 
ak da ae Can you © 


a See 






4. Watch your feet! These cock- | 
roaches are looking for a meal. 
You never know quite what to 
expect wandering around these 
abandoned buildings. 
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Publisher Eidos Release Date July 


7E pee VIERLS Ueveloper Quantic Dream Type Action/Adventure 
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The game that joes on, with 
or without ee 





> While n most croft the city seems to be During the ¢ course of the game, you 
something out of Blade Runner, there —_ will possess many different bodies. 
are also some suburban areas. You never know who you'll be next. 





are re ina “ving! virtual city a must find out 
the meaning behind your being there, and eventually, 
< You can control a Way Out. 

Kayl or you can As a player, you possess a 
eb pint ge-nis man named Kayl. You could, 


















The citi- 
zens of this 
world will 





own way. 
: 3 pernaps, go tind his apart- ge about 
a ee ment IT 4016 wanted tO and | ete | 
Se rest, Interestingly enough, while Kayl is your pri- with or 
c= without 
mary character at the beginning of the game, you your 
will be able to possess many of the different inhab- interaction. 


A Just like a real 
city, this virtual 
world is com- 

plete with shop- 
ping centers for 
youtopickup 
necessary items. — 


itants of this game world. In fact, when you die, you 
will possess the next person to touch you—each of whom 
will nave their own unique backstory and part in the game. 
Just like a real city, dozens of characters will be going 
around doing their business and you can interact with them. If 
you wish to fight them, you can shift into a fighting game 
mode where the camera swings to the side and you duke it out 
fae lekken-style. If somebody on the roof takes a pot shot at you, 
— oF ' shift into gun mode and take them out. Or, you could just 
m= explore the world around you if you want. The game is struc- 
4 "tured so that it will move on whether you decide to participate or 
ee) «6 ee = 0t, SO it’s ultimately up to you to decide what experience you 
|= get from the game. These are interesting ideas that we will def- 
finitely look more into as Omikron gets closer to release. 


“ There are 2.5 
square miles for 
you to explore, 
so you know 

| that there will be 
i lots of variety. 


Publisher Electronic Arts Release Date February 
Ueveloper Virgin lype Racing 
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ince the release of Gran Turismo, the 

_ : PlayStation has yet to see a racing game of 

] er the same quality and depth. EA hopes to change 

RNR xe esa ns cam that with its release of Sports Car GT,a racing title 
cid os ae Biter developed with the hard-core racing fan in mind. 

CATON Ce RUEELS Aside trom its great-looking graphics, GT fea- 

tures a complex Artiticial Intelligence system that is [ia 

=e designed to simulate the driving styles of real cri- [gee 

See y vers. No longer will gamers be able to predict-an 





ee Ra 





Sports Car GT features all the classic opponents patterns and take advantage of loop ge cols 
racing cars you could hope to drive. holes. You will actually have to practice and improve seem to be the norm 
“to master the game. in today’s racing 


titles. Sports Car 
really excels in 
this department. 








— Other features of Sports Car -_. 
GT include the ability to modi- _ 

Ty your Car's performance 
with a variety of upgrades, 





pe senerornens netoinll Bein 
@ie ee Variable weather cond 4 able to 
18 S13 NON tions and a realistic-look- 4 adjust 
ee Ls My eer Aad ate berhween 
pee ing replay feature. Now, night and 
if EA can only get the day dri- 
| sono ving adds ok one 
controls to be pertect, more var —— a PRESS START 
ne than this game will havea Sty-te } raat 
Just like in Gran Turismo, players can save ‘ = li — aa ey =—CGT’s tracks. Car models sport a high number of polygons, 
up earned winnings and upgrade various ~gooa chance at stealing “gaat wl ——————— giving them a very detailed look. The tracks look 


aspects of their vehicles. Gran Turismo’s \ead. Grecia. as swell 
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PlayStation and the PlayStation logos are registered trademarks of So! 
Metal is a registered trademark, 989 Studios and the 989 Studios logo are trademarks of Sony Computer 
Entertainment America Inc. Developed by 989 Studios. © 1998 Sony Computer Entertainment America Inc. 
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~ More than 200 levels of addictive puzzle 
provide hours of challenging gameplay 


q ‘Innovative 3D platforms 














GoM) Pick up coins, gems and fruit, anddodge = 
“= countless perilous obstacles : 


pest or menor an «end in the 
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Game Design Sweden AB. Published in USA by Psygnosis and licensed by Sony Computer Entertainment Europe. Psygnosis and the Psygnosis logo are TM or ® 


a ALL RIGHTS RESERVED. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


llow you to flip the 
- playing perspective 360 degrees 
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Publisher Atlus Release Date Ist Gtr ‘99 
Developer Hudson Soft Type Combat Racing 
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4 The track designs 

are one reason that 

this game is called 
Fantasy Race. They 






iff 












= - membes. Soit ae US ee joy / when V we found out that Atlus | ) are simply-out of 
7 ae - would be releasing a new type of Bomberman game—one that focus- | . eat ho leok 2 In-certain areas of the tracks, you will 















_ find these paw icons. Jump onto them and 
Wer yocoreeny you will get a speed boost that shoots 
nents — you forward. 


unites 


gaa 


== PSO CO MIDE TIONG meena eres = = 

= ~_ Bomberman Fantasy Race takes the cutesy Bombermen of old and 

ae throws them into a fully 3-D polygonal world, where racing is the num- \ 
~ ber one sport. Just like in a standard Bomberman game, players get to. Nuss.) 

| choose from a selection of characters and weapons, but that’s where the \.... 

—— ~-similarities: end. Combat actually takes place on a track instead of in a square iam 

~ arena and you can throw bombs both in front of you and behind you. You can even 

= ss bet on the outcome of the races and use the profits to buy more weapons. 

- ~__ While itis still early, this game has already gotten us hooked. Its unique quality, com- 

a “Hine with some very fun track designs, should help to make this game a worthy sequel 


—— ~ to the Bomberman franchise. 
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a Winnin. acest will san ou rear money, rane like ir : siohdaed 2-D Bomberman : arm =~ 
which wears can use to bac eee new ee game, players can find power-up icons that 4 It wouldn’t be much of a Bomberman game if you couldn’t throw bombs. This time 
= = _ boots and other items. — _can be used against their opponents. around, you'll need a little bit more accuracy with your bomb throwing. 


















Publisher Crystal Dynamics Release Date March 
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going undercover 


he Gecko with an attitude is back Net surprisingly, 
for his third PlayStation adven- have let their 
ture and this time, he’s going undercover eee ee 
to rescue the beautiful Agent Xtra (played have come 


by. Baywatch's Marliece Andrada). 4p with 





| Apparently she has been kidnapped: by rather 3 
Gex's arch nemesis, Rez. om eresting 
| characters. 





|f there was one main problem with 
the last Gex game, it would have to be 





“& Gex checks out the new Baker Street pool. _ the camera. There werea lot of instances where it simply 


There's simply no better way fo cool off dur- | — | Ps | ay 
ing those muggy London days. got in the way. For Gex 3, the developers have completely 


reworked the camera system and have come up with a simpler 
and more intuitive interface. This should help to make the game 
even more enjoyable. 
Obviously, it wouldn't be much of a Gex game if he didn't have 
a bunch of disguises to change into, so Gex 3 will 
have plenty. Captain Hook, Sherlock Holmes 
and Hercules are but a few of them. There 
| will also be over 1,000 
what's coing en new onediners and two 
OO “eee ee «6 Shere. Apparently, secret playable charac- 
eS See Rete ters, which have yet to 
as & Gex sows the guise = the famous ge We : i 


~ sleuth, Sherlock Hokies What mystery. 
could he be possibly solving? — 












alla gatorandis _- be _ revealed. \We won- & Gex makes a run for the border, and we’re not talking 
Taco Bell here. It seems that this donkey will play a major 
role in this game. 


using it to attack 


some French dude. der who they could be? 
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‘ith the popularity and success of RPGs growing every day, 
D Working Desi igns is planning to finally bring home. Game 
Arts’ Fetooled: Sega GD classic, Lunar: Silver Star Story, Recently — 


- delayed due to packaging design changes, Working Designs also. 


-aims to include the game's soundtrack disc, a ' ‘making of” movie 
disc, and a ful-color artbook for hardcore fans of the series, on top 
_ of the two game discs. With a devout interest in delivering a a 
Sai title, the company is also hard at work in translating the text - 
~and even adjusting the storyline to offer an almost completely new 
~ take on the original plot. | | 

According to Working Designs, the games developer, Game 
Arts’, was never quite satisfied with Lunar's original storyline and 
_ therefore have planned to almost completely overhaul Lunar’s text: 
- to accommodate new events and surprises for fans of the original. 
But at the game's core will remain the classic story of Alex, a young 
- boy who dreams ot becoming like his hero, Dragonmaster Dyne,; — 
and his childhood sweetheart, Luna. Persuaded into testing nis 
~ bravery to. plunder the cave of. ‘the White Dragon. near his 
hometown with his friend Ramus, Alex embarks on a quest 
~ that will take him around the world and may. eventually 
=a him Luna's life. Along the way, he'll run into more 
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-& Throug hout 3 game, you'll have several differ- 


ent eee join and leave your party, You'llalso = / 
be able to have up to five or six x people fighting ir in 
_ your group. 


f | Fights and combat within Lunar: SSS & 
remain fairly traditional, but can be car- § 
ried out automatically, with an Al option. 





Pst Base icciactiece lata: the 
most important magic types to wield 


in battle. omuilelitete (a 
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When the game releases this December, we'll be able to 


















A Using the Al function can keep a rather 
monotonous feature of the game easier 
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= Whi have’ more panned for the. fate of the: “earth then 


Alex first Fealiees.- Pita apetaimisekenaie : : mi oe ae 2 





are en ee nee Wes game. With the shift 
~from- simpler storylines to the more- gritty — 
~ tragedies spurred on by games like. Final. Fantasy — 
_ VII Lunar’s strength should emerge from solid. aRaeeer 
development and clear, involving dialogue. Visually, the game 
_ harkens back to 16-bit days, but is enhanced just enough to 
include colorfully detailed towns and battles, much like Namco's ~ 
recent Tales of Destiny. But in the end, how will Lunar: SSS 
- fare against the recent crop of more epic, 3D-style RPGs? 


~ find out if storyline does: indeed outweigh graphics. for the | 





~ PlayStation audience. - sp —- a So —— Bea 
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ly colorful designs make Lunar: ‘A Your quest to unearth and 


AHI | 
eeu aR qi and bounds ahead of its Sega - four dragons while surviving f 
CD aracecasier in terms. of graphics. als” will consume most of your journey--- rena 
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, | The elven-looking ae secs 
main love interest 
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It theres anything Game Arts is 
known for, it would be great RPGS __«@ Luna and Alex make quite a pair aoe 
|| packed with brilliant anime cinemas. ween eee to singing and playing on 
ce Check out the screens below! oe 
& Expect the game's plot | to unfold 4 All of the key points in the game are conan 
like a movie aura many parts of wonderfully illustrated in a pure anne em 
the storyline. anime style. oe . oer ie 
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Running Wild TM & © 1998 Universal interactive Studios, Inc. All rights reserved. www.universalstudios.com. Published by 989 Studios. 989 Sans and the 989 Studios 
logo are trademarks of Sony Computer Entertainment America Inc. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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America’s best selling 
The first 2,000 orders will receive PlayStation magazine is proud to 
a free demo disc of the game 
Pro-Pinball Timeshock! 





present the first annual... 





The world's 
complete listing of every 
code for every 

game ever created! 








e THE COMPLETE LIBRARY— 





FOR THE 
PLAYSTATION 


Te ae IN EXISTENCE BROUGHT 
|. TO YOU FROM INTERACT 





e COMPLETE LISTING 
—NEVER 
HUNT FOR A CODE 

AGAIN! 











e THE ONLY 
YOU'LL EVER NEED— 
AND IT’S FROM 











Available Now! 


Order your copy online at 





or call toll free... 


-877-852-6070 


$3.00 shipping & handling for orders in the U.S. $8.50 shipping & handling for international orders. 8% tax may be included on orders in New York. Allow 2-5 days for delivery. 
PlayStation is a registered trademark of Sony Computer Entertainment Inc. 
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PRIZE PACKAGE INCLUDES: 


¢ Round-trip air fare to and from Chicago, IL from any international airport in North America. 
¢ 2 nights shared accommodation in Chicago. 

+ Round-trip shuttle bus service between hotel and BlastCamp USA. 

¢ Entry to BlastCamp and use of paintball equipment and facilities at North American 0.D.T. 
cl) tet south Sl 
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| Target Range, Bunkers, Fortifications, Foxholes, Trenches...and much more! 





“Contest rules and information available in stores, in 0.D.T. packages and at www.odt-game.com rl 
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The citizens of Calli are about to be wiped out by a deadly 

yey Uri (eam) MELT CLCOMA OVA ord ce Det EF 

ONS ORS R TE merle RES Ce Mm Eee CN Bi gk 

TT Ie Wa mr me CC Cah RU ee ee ae eee 

Mee amt eam TT RC RSS 8 A 0 fe = 
- Plunge into the TCA eI CASA aa your way through 8 TGC OR RMT mE CHC RET a0 nan TOT CL 
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LONG AGO, A SMALL COUNTRY WAS BESTOWED MYSTICAL OBJECTS POSSESSING MYSTICAL POWERS, BUT THESE OBJECTS, RELICS, WERE MUCH T00 POWERFUL. EVENTUALLY, THE 
EMPIRE DESTROYED ITSELE SEALING {TS SECRET FOR ETERNITY, 1000 YEARS LATER, ONE MAN HAS UNLEASHED THE POWER AND ONCE AGAIN, THE CONTINENT FACES TOTAL 
To ee ea a Oe ea a eee eee ae 
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elcome to our second annual PSM awards special! lf you were 
with us this time last year, then you know the deal: We select 
So ) what we feel to be the ten best games of the year, and those are 
our PSM Ten. That's it, no funky categories and sub-categories with a hun- 
dred different awards, just the ten best PlayStation games, period. There's 
a lot of reasons why we do our awards this way... 

First off, everybody does awards specials. And usually, they are set up 
so that basically every game that was even half good can geta little some- 
thing. But to us, that kind of defeats the purpose of giving awards, which 
is to give extra-special recognition to the games that really got it right and 
reward those few games that went above and beyond all the others to set 
new standards in quality. We don't worry about splitting the games up into 











THE HONOR ROLL Ande 
Our crack PSM review team BL incae om rr 
awarded these games at leastfour = Braye Fencer Musashi **##1/9 
stars during 1998. Although only a Breath of Fire III nee / 
few earned a spot inourPSM Ten, C&C Red Alert Retaliation ee 
all of them were excellent in their ©'"Cuit Breakers 
own right and deserve recognition, 0!" VVars: Vengeance ee 
Keep in mind that several factors ee pee oe 
aa rash Bandicoot 3 1/2 

went into determining our PSM = pead o Alive eral, 
Ten, and a games review score Devil Dice KE 
wasnt always the deciding factor. Diablo AEX) 2 
Einhander ee iz 


| SE 


different types and, with all the modern advancements in gameplay, it's 
getting harder to pigeon-hole games into any one genre, anyway. 

So just how do we come up with these ten games? Well, it aint easy. 
It takes a least a good month of us arguing over it, writing up list after list 
until we hit just the right mix that we're all satisfied with. We look at a 
number of things, such as innovation and overall quality, but mostly we 
just go with our gut. We ask ourselves, when we look back at 1998, what 
games will we remember it for? These are the games that we'll still go 
back and play years from now. The games that developers will look back 
at for inspiration. These games made a difference, and shaped how well 
remember the gaming year of 1998. 





So here, without further ado, (drumroll, please): The 1998 PSM Ten. 


Final Fantasy Tactics yey NFL GameDay ‘99 Mh 
Gex: Enter the Gecko ous Rival Schools: United by Fate **** 
Gran Turismo ce Spyro the Dragon es 
Guilty Gear **#** Street Fighter 2 Collection ries 
Heart of Darkness Atte 1/2 Tales of Destiny gi 
HotShots Golf aont Tenchu: Stealth Assassins = ****1/2 
International Superstar Soccer ‘98**** — The Unholy War Ree 
Kagero: Deception 2 — Theme Hospital ra 
Kartia **** TOCA Touring Car Championship **** 
Madden NFL ‘99 -* Trap Gunner ¥ XK X 
Mega Man Legends eee Turbo Prop Racing EEX 
Metal Gear Solid SS WWF Warzone aes 
NCAA Football ‘99 rea Xenogears HEH 
NFL Blitz #HHKT ID 





JANUARY 1999 
HTTP1//FPSMs1GNscom 





> 

+, 

© PUBLISHER: PSYCHOSIS « DEVELOPER: PSYGHOSTS : 

© 

Last year, the tirst Colony Wars made our list, and the sequel is at least twice as good. ® 
Psygnosis added a whole new side to the game with land-based missions, even better a 
ship designs (inciuding some incredibly massive ships), and a ton more detail to the . 
deep world and storyline of the series, But at its core, what really makes this game such x 
fun is its amazing fll ignt physics, which allow plenty of freedom for you to come up with 2 
your own custom maneuvers in battle. The first game was classic; this one’s better. o 
2 

= 








While Gran Turismo raised the bar on real- 
ism, Need For Speed i] pushed the enve- 
lope In. the c opposite direction, giving us 
the most fun and addictive arcade-style 
racer we've seen in some time. There's 
nothing fancy or hi-tech about this 
game—in fact, the graphics aren t all that 
great. But toss this title in with a 
Stack OT other racing games, and 

come the next morning you and 

your. pals” will still be playing 
_NEFSIIL. It's got that intangible qual- 

ity that keeps you coming hack. 
‘Gameplay’, “Fun Factor’ or whatever 
you want to call it—it's got it in spades. 
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arangqsaan 
It you re all about the. Sacest fastest, most cutting: Ser new icone 
ones that prove that videogames aren't just kidstutf—then you probably _ 
haven’ t played Crash. But guess what? You're missing out some really gréat 
action: There's nothing new or “adult” about it; Crash doesn't blow zombies’ 
heads off and-he doesn't have Lara's measurements, but he's got it where it 
counts: pene tet Crash Is Just Ra Tun ‘and. 2asy to, onic oes ma with 
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Sure, millions of fans love football, 
but most football “sims” have gotten 
way too complicated for the average 
fan to play. That's what was so great 
about the first Madden for Genesis 
all those years ago: it was easy for 
anyone to pick up a controller and get 
into the Bee ae i dic lathe 
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Every year, you can bank on Namco putting out a kick-ass PlayStation version of 
its latest Tekken game. You can also bet that it will come jam-packed with extra — 
features, characters, hidden modes and more (as if the classic Tekken gameplay 
wasn't enough). It’s this kind of dedication to quality that keeps the Tekken series 
so popular, and makes Namco one of the heaviest-hitters around. What else can 
we say? These guys know their business—keeping fans happy. | 
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After revolutionizing the RPG genre 
with Final Fantasy Vil last year, Square's 
following efforts had, well... fallen a bit | 
short. RPGs like SaGa Frontier and 
Parasite Eve showed promise, but 
| lacked the depth and overall quality that — 
is usually synonymous with Square | 
ee oe A H au at 
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if) seat Pie the clce PiceC cence ru ciel Crystal Dynamics. © 1998 Crystal Dynamics. All rights resreved. Tomb Raider III, Lara 
-__ Sfoft, Ninja: Shadow of Darkness and Fighting Force and trademarks of Core Design. © 1998 Core. Eidos Interactive and Omikron are trademarks of . 
ae gio Eidos. All rights reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. EN ei ek R A SC. UT. UE 
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In 1998, Konami once again proved why — 
it's been considered one of the world's - 
top console developers since the days of — 
the NES. We knew going into last year 
that the latest installment in the Meta 
Gear series would-be-something special 
and,--despite the incredible ammount of | 

oe the game had to live up to, It didn’t 


J cisappoint one bit. Still; it was tough not 
Aesident Evil 2 the top spe In they 
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Exclusively on the PlayStation” game console, from : f 


©1998 The 3D0 Company. All Rights Reserved. Army Men, Real Combat. Plastic Men., 3D0, and their respective logos, are trademarks or registered trademarks 
of The 3D0 Company in the U.S. and/or other countries. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc, 


All other trademarks belong to their respective owners. 
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Visit wwe.es‘torg or call 
1-800-771-3772 for more info, | 
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rash and Cortex are at it again in the best game of the way to go about it 
series. Cortex finds himself a hapless puppet to an even _ there's more! With two secret leve lic feature, you 
darker sinister force, Uka Uka—Aku Aku's evil twin. can earn your way to 105%, and that's where the real satisfaction 
Crash must once again gather all of the Crystals and Gems inorder _ lies. So stock up on your favorite caffeinated beverage, because 
to save the world. The following strategy will give you the best you won't want to put this down once you get started. | 
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- tofire, run or jump out of the way. SU in rads spin i 
"when he’s knocked down enough of the | ue 
- cade, but VS sure ue ye ay out ¢ 


ny it ut 


‘This ¢ guy is easy to. 
| beat. Just run 
away from him, 
and spin. him when he gets his fork stuck i in the ground. — 
ie lions will come directly at you, so keep ¢ on the dae 
and run back and forth to avoid them. Spin ‘em if they — 
- get too close. The Super Belly Flop isn’t the greatest - s 
_ Power Up, but what do you expect from the first boss? | 


ie 
Hi iL UL Hr) 
TLE 
Lu 


canes a you can. cy —S 3 

oy straight = g | hg emai 

up and over SF gf sane A aane eg §6 then take ou 
the fireballs oS SCrissile ports. The 
that this tu- xa 6 ee = worthalll of the trout 


Lae terror 
throws at you. 





JANUARY 194990 





HTTP! //PSMeIGNsCOm 


Ge . fs arse MN ton Ue Sa Tech cea OLULLIE a Pan en eee) Jumping Been MVR Veurlolier| elles 
ae have to visit a different level and pick up a colored you incolor. By the way, once you eaten (oma 
Most levels will reward you with a Gem, or wait until another level to find the hidden por- Gems, nyo te autale second ending. Thought that nee 
Gem for breaking each and every box in __ tion of the level that you're in. Confused? Take alook get your elec ALUe ge oo . 













What the heck | is that wire frame thingy? You swear 
that you ve smashed all of the crates, and still no gem? 
Here are. your answers. 


| LEVEL FOUR, TWELVE, AND THE RED GEM 



















On your 
first visit to 
level four, pick 
up the Crystal 
cand one Clear 
Gem. You 
won't be able 
to pick up the 
second Gem | ee | & | ee 
until you visit | Save your Game. Return to Level - gee 4 This is one of the most treacherous paths in the whole game, ‘and no. 


cot ene re 


Level Twelve Oe xe tle Bis edie oM colt] Se | matter how many times you die, your old buddy Aku Aku will leave | 

and get the - filled in. Jump on itandletittake ~~" Waring Ty. i favaet- arn the path, then go back and load your last 

Red Gem. Blea '= = = «save. Then, come ie back and take it on for keeps, or don’t save See 
| oa oy hand and lose twenty lives. It’s upto you; 


That figures... 











Seba PAE EEA EERE TARE STREET ETERS ET PP SACRE EER RO OTC PT ee CORO APRESS UCSC SP ESSE ESSE Se RUSS TC RSE SSE SSeS ESE NES SEES SESE SESE ESSE SSE EERSTE RES SHEERS SESE SSSR SRE S ESSE ESS SSeS SRE E SS EEE EET Se SSS 


Level Nine, Thirteen, and the Purple Gem 

Halfway through this level, you can see the Purple Gem Path, but theres no 
way to get to it. You won't be able to make it across the chasm there until 
you get the Double Jump Move. 





4 This level is sort | 

_ of strange in that — 
Level 27 is actually 
another part of © 
Level 7. Itis also 

_ pretty short. Pick 
up the Yellow Gem 

- just pastsome sy} 





4 You won't get one Gem until 
you visit Level 13, so don’t 
worry about these boxes on 
the ceiling. When you come 





ae a ie eee EELS EOE Oe ea TERT COE EOE 

















pesky Nitro Boxes. F back, you’ll have the Double 
There s pe nese Cs Jump, so leave ‘em for now. 
o back fo level 7. ; cs 
a 4 cee ; » Make it to this point in Level 





13 without dying fo fill in the 
wire frame and take it to the 
Purple Gem. Warp out, and 
come back if you see some- 
thing, like the: picture here. 


ao ‘ sees 


So Soe FF even ees 





1 


mic ¥v ‘ay | 
Level 20, 
_ without 






Tos get the Blue Gem i in : Level | a 
A Ride the Baby T-Rex to. a Sixteen to fill in, you must first . 4 
eI oo “this point, then back to retrieve it from Level Twenty. Bust ee 
S Behe y you nie on, hovel ‘up| the : . _ the Yellow Gem. You'll _ oe through the level and pick up the 
oa a bit, and ‘spin’ the egg:  . _ thank: me late. on oe Crystal and the first Clear Gem. ; 









a Race through Level 20, and go ao i ~ Blue Gem Path will also be a lot « easi- 
N. Gin. bafias him, and he'll give up the” er. With no Checkpoints, ou'll have to” 
Fruit Bazooka, which makes a 5 deal ‘like 2 stort this area from scratch if you eat it 
this go a lot smoother. | on obstacles like these. 
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(Level Nineteen and Twen 
Nine: Future Frenzy 


_ Just grab the Crystal in Level 19 and move on. Until 

you get to Level 29, you'll only be able to get a total of 

J6 boxes, which means no Gem at all. Remember that 
you will need 20 Relics to enter Level 29. 





Seis FT RCT Pe aoe hee Hi 





Don't even worry about the Bonus Area on your first (aammme § ie ey dee 

visit to Future Frenzy. VVhen you come back through a i CL 

Level 29 you'll be better equipped to handle situations 4 At the end of Level 29, you'll be able fo oh the first __ & When Level 29 dumps you off here in Level 19, 

like this, Gem. Break all of the boxes. Of course, you have tohave backwards to the beginning of the level and get all os the 

| 3 : 20 relics to enter Level 29, so you'd better getsome Time __ crates to get the second Gem. Before you head to the left, 
Trials under your belt, = Se | Hevgly hit the Shecspeiny box just to the night. } 



















oy 


Gee CR TRC eee ee | r I ' : ‘a : 
isp es & _s laa Da dled ania hl iid d ltd dA RE RENAE AL ENE CCE U EE eS ea gaa ey as ee 8 eS eS EES ET LAGU E UGE ee cE EER CET ELCERULUELLCEL ELLER TELE S CEE ETAL eee ee ek Trey reer beer er es cere iitieihe 








_& If you go through Level 21 without the 4 Once you have the Green Gem, and return to Level _—A If your screen looks like this, you’re okay. If 

Green Gem from 23, just grab the Crystal. 21, bust all of the boxes up to and including this. =—syou accidentally hit the Bouncy Box with the Fruit 

skp Level 22 and head for 23. point. There's an Exclamation Box up ahead that = +=‘ Bazooka a moment ago, kill yourself, and start ae 
solidifies these boxes. ever. DO NOT BREAK ANY BOXES HERE, YOU'LL 


BE BACK. But feel free to kill any and all enemies. 





“i lt’s best to 
pass this 
Checkpoint 
Box, and use 
it later. Take 
out any other 
boxes until 
you reach the 
TNT boxes. 
Leave the TNT 
boxes, you'll 
be back here, 





too. Go 

take on the ee 4 SN a : ee : Dd Pitino 

Asenheal Ua, eettnamencert  « 3 cf a : ae YE Wibicces  BN 

F 4 Jump on the Green Gem and take 4 The Green Gem lets you off back near the A This should look familiar. Stand next to 

out every box and every enemy on beginning. The top box is now filled in, and the stack, spin the bottom box, and immedi- 
the Green Gem path fo get the First the Bouncy Box is the only way to get it. Go ately run away. Continue on to the end of 
Gem. Go slow and use the Fruit ahead, try to shoot it. When you're tired of the walkway, making sure that you pick up 
Bazooka to keep yourself alive. Spin that, get the rest of the boxes in this area, and _ the Bonus Area. When you reach the last 
the Exclamation Box as well. use that Checkpoint box you passed by earlier. ener sEomiey. ou u snould have 82 boxes. 





Seen ee cee a ee rer ra te tee Eee ENE ARAM AARON EAA GACA LAID ASAD AE DARED? 8D Oo LOALIA NAR AD GAERASARCSLEES EARL SS SORES REARAEARSEALELRTESLSSESSIASSSPADAOA OLAS ESE SEDOLRORSASOLEDOSSIADL OSD DAS OOREADEDISDAS ADIDAS SD DESPAAARSAGDESELARAGA RAL ONENS 


Level Twenty-Five 





Le oi ites 
rf. 1K, 5 
a fi at 


Fo add eg 





| a oder | to ee up hott Gon, you will 
_ have to have all five Colored Gems when — 
__ you enter this level. Jump onthe Blue 
_ Gem, then ride the others as they appear, | 
At the end of the Red Gem mpatn ye wil 
receive one Gem. 









_ >» We've beet. prety much | ignoring she. 

- Bonus Areas, but to get the other Gem in. 

2 Level. 25, you have to get all the boxes. | 
_ That isn’t so easy in the dark. We've illu- | 
__minated the problem and we hope it helps. 
Never mind about the Nitro. Take care of it 
a at the end of the level. | 
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Tips on Time Trials 


¢ Never underestimate 
the power of the mask! 
Quite a few levels have 
three of them, and you 
know what that means! 
Sometimes they’re hid- 
den behind other 
boxes, so make sure 
that you smash groups 
of crates to find them. 


> During your 

Time Trials with 

the Hog, keep the 

clock in view, and 

wait 30-45 

seconds to hit it 

while all the hot 

rods clear off the | : : i iccevevccieccenes coeecslusebvetocuceeneucucsssasseses ee 
course, unless Seared OO  eee..rrrtr~r—~—~S~—”*s—=<i‘i‘iO 
you want to : 2 —, gen LD oo | | | es eens 
fight them for 

road space. 


Pee a here 
bike 


<4 In levels with mov- 
ing platforms, flying 
carpets and moving 
water, the first enemy 
is like a metronome as 
to what's happening 
inside. Start your time 
trial when it is to the 
left, or to the right, 
and see how the level 
lines up for you. 


4 Level 13 has one 
of the toughest Gold 
Relics to earn. Stand 
by the clock, and 
take off just half a 
second after the fur- 
thest Molotov 
Cocktail bursts into 
flames. You should 
be right up fo it 
when it goes out. 
Everything should be 
lined up for you if 
you really jam. 


> Steps can really 
slow you down. 
There's nothing like 
getting smashed in 
a sliding door 
because you could- 
n't negotiate some 
simple stairs. Try 
taking them at an 
angle instead of 
straight up. 


a Ra 
gk ty 


ea Terwel 


4 It seems to take 
forever to get 
through these 
whatchamacallits 
in the underwater 
levels. Instead of 
following the sec- 
ond one all the 
way around, try 
bursting through 
the middle and 
straight down to 
save time. 


» While riding the 
tiger, keep the 
speed burst button 
held down as 
much as possible, 
and you can get in 
front of dragons 
instead of having 
to jump over them. 
You can also 
smash through 
barrels if 

you’re movin’ 

fast enough. 


A You should be at this point in the level at the time shown 
if you’re after the Gold Relic. Hold off the speed burst but- 
ton just before you jump up to grab the grate to keep 
from sailing off the edge. 


ree the i Cc r 
peat reek ba 


Pert. ig al Cb: abo 


eatin a ne 


4 Triggering the 
mechanism for 
moving plat- 
forms, then 
waiting for 
them, is like 
waiting for the 
bus in the snow. 
See if you can 
make the jump 
without tripping 
the mechanism. 


Fs Tria 


4 To save some time here, drop down on the platform as 
soon as possible. Spin through the boxes while moving 
right. Jump straight up at the edge of the platform to stop 
your spin, drop back to the platform, then jump up and 
out to grab onto the grate again. 
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_ Available‘in. September at your Cee ae 
us are direct at store.gtinteractive.com or call 1-800-610-GTIS. _ 
pe alee : (aOrnue 


(95¢ per minute. $1.95 for 
fax back maps) Must be 
LCs eee eet 
parents permission to call. 
Touch tone phones only. 
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heres no doubt about it, Square's do you do with the RPS Badge? 
phenomenal Xenogears is defi- How do you access the Wiseman’s 
nitely the best RPG of 1998.Witha house in Shevat? What is the 
long quest and tough bosses, you'll find Lighthouse good for in the second 
yourself stumbling across more than afew _ half of the game? Even though there 
unanswered questions when it comes to isn'ta Chocobo in sight, any hardcore 


game without uncovering every 
secret and subquest! And as always, 
SM can't pass up the opportunity to 
give you the information youll need 
to get the most out of the best RPG 











the game's secrets and mini-games. What PlayStation RPG fan can't finish the of the year. 








eo a - my s 
My * bapall ieee aa ca 
ip fae cw 







ay 
Ml? 


2 


APire a soir 





beta 


ed the omph 


Eat 
iy 







_ the Hi oo fon your troubles, me : 
cs : “The lest se can be found when you visit t the a 
: Op anage whict 1 houses. Primera, Billy's younger Sis- | 


coe Talk to the man senna nea ar the chicken cpp © Out sin 











4 a 





ee a has rash ae a most of of the 











ge 


os, aa 
cSt 


eee 






Se with 1 lighted | 


ee eee > 










- 7 ee out more on foe 5 Loe one the Zeboim * . he Lighthouse docs chow uo a: a dot on ihe naw werd” 
S civilization. If you can find the ‘building with Big Joe ap. You'll find it on the tip of one of the large western islands. 
_ inside, he'll have opened a ‘special shop selling rare 4 | 

- items for your characters as well as your Gears. He'll i new rare items for you to pick up. 

s be surrounded by four tr easur e chests that will contain . Make sure to find the manhole near the dead-end 


3 

















a | c's 


ae items for you, to es ee return here i of the town. You'll find it on the road surrounding a A 


-: 





vill regenerate holding "I parking lot near the blue wire fencing, Hop otf of your 
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fidecu!, the Captain a 


ad v ith valuable treasure. — 


Hee off ae the ae aoe at 
i foot of the falls in order to. 


_ 


- = > . eo - - > » | —— me Se 





: a 
‘forcing you to slide close to the edge. Take this oppor- 


EL There 2 are | S| ‘ 


a you should be able = 
—* attack it: before. it can even 
3 el ic. assault. Use Fei‘ S 
-* Radiance - ether attack ae 
knock. it down in one round. | 


1O17 


ferent items. You i be able to one oc SNe 
or Rare Items to trade BPs for, so make sure to read 
both lists to learn what you can. pick up. Below | isalist 
of what you can get for oe in you) precious BPs. 


The Kislev Battle Arena 

Once the planet is rearranged by Deus’ catastrophic 
attack near the end of the game, you can revisit the 
Kislev Battle Arena in Nortune. There is no real pur- 
pose to participate in these battles except to pick up 
some rare and otherwise very expensive items while 
accumulating enough BPs (Battle Points). 

When you enter Nortune, head to the Battle Arena and 
speak with the middle clerk behind the counter. She'll 
ask if you'd like to enter the Tournament and, tf you 


Rare Items lr 
Bart Jr. Doll, Billy Jr. Doll, Body ae Deathbiower3, 
Ether Doubler, Ether Guard, Fei Jr Doll , GNRS5O, — 
Gallant Belt, Life Stone, M Disc, Mind. Guard, Power - 
Ring S, S Charger, Speed Ring S, Se Shoes, 
Stamina Ring S, X Charger | 


Normal Items | = eo 
Anoret Fruit, Anoret Seed, AntiEthRockL, Sul ae So 
Bulimy Seed, Earth Ring, Earth Veil Armor, Element 
Aero, Element Hydro, Element Pyro, Element Terra, — 
FtherStoneLg, Fire Ring, Fire Veil Armor, Light Ar +1, 
Light Ar + 2, Light Ar + 3, Samson's Hair, Water Ri Ring, — 
Water Veil Armor, Wind Ring, Wind Veil Armor 


Peer eee eee ee eee eee ee 







, cee vr > eS. SIS Som ee os = 
; nll . : SALYVAGES 


« The only thing really open in Nortune, Kislev’s Castle, 
is the Battling Arena. Beyond this, you can feed a dog 


or ney some ifems from the eae near the oer 





choose to do so, she'll continue with a few 
more questions. She'll ask if you'd like to try 
your hand at either the “Special Mode 1” 
compete in some two-player action against a 
friend or “Special Mode 2° to compete 
against the computer. The controls are exact- 
ly the same as when you fougnt in the Battle 
Arena earlier in the game. 

Whenever you win against the computer, 
you'll be rewarded with a set amount of BPs 


4, Fighting in the Battling Arena means that you can * pack up the Battle Points 
for ree Make sure fo learn all aout the items re a receive. _ 












ee ary for hel Tak to him and he l ask you to phir : 


P 
The: cone will he moving neice the ' "gandfall,” fe I offer YOU a ride o out of the pe dese Ke 
_ his othe. : 
to 


tunity 





to hop | onto any. of the rocks. jutting out of th on i 





eo treasure chests i in 1 thee area a that 










wes } ssid of ae ° 


HS Tai alld fea tia (CCM Oo eee ere nae eb Teer va eT Tb Ste TTL 


reps 


"Although he wan 


fence the Wyrm is defeated, 
you can exit the Duneman’s - lia 
aoe by heading southwest a ee 
the entrance screen. When — 
you enter the next area, a lone | 
Sandman wil call out to your 





. tye stick tothe directions in nthe ide to eve d getting thoroughly lost in Duneman‘s Isle. 
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‘ing a short tunnel next to dee waitress ; selling Pecotiles i While this k isn vt ceecte a secret, its: a eae a ding fc om : 


Whee Shevat crashes onto land sling the last part _ + you'll find a treasure hunter who says that he ’ ae 
ae 4 treasure.” If you have a Gold Nugget, give it to him and 
the game, ‘the layout of the. once floating country will 
~ now be changed. ‘When you first emerge from the leave. Check back in with him and you can give him a 
g y y Gold Bullion. Leave, then remember to check back in 


& foom with the memory cube i nh T i find ek ne with him again to receive the Super Deluxe Music Box 


which allows you to play any music track from the 
same at anytime. 





a old friends from the Thames. Head aa a 









a Anna, the ie dolphin on . ce Jie 


will tell you about his escape from the Thames and that . 


the Captain insisted on staying behind on ‘the ship fo 
watch its destruction first hand. During. your conversa- 
‘tion, the Captain will appear — safeandsound) = 
Note that Kanna, the young child of Anna, wil cok | 
lenge you to a game of cards (same game from the 
Thames and Big Joo: Hf you. win, 1 Kanna will IThand over oe 
an Emer Jr Doll a ee 


The Swordsmith 


a ae Po rn nee oe 981732 
. Gade? icp ae Meta Ar if, 
| Pa Te ak a 


Using the Mermaid Tear 









ee ee a ee ee 





> Ifyou have the cash, then buy the birds from the waitress. 













‘Make sure that Citan’s Kishin Sword is unequipped er ae een 

when you ask this aworcemity fo provide you se services. ca oO 3 =) ore a pre , ; * - es re 

Sf snow. He used to-fish 

f you have Citan in your party, head through ee. for . , ve sana stent ale 

the large doorway directly down the short ame fw De Ll 

Nall next to the Gear Shop. Follow the pas- “ee oe f BS eh ee yf 





ae th the waitress standing near fo Gear shop 
_ counter and she'll offer to sell you the Pecotile birds. 

__which are roosting on the elevator disc next to her. The 
going | price is 20,000 G for them and, if you happen to 
__ have that much in your wallet, agree to buy them. Once 
you do, ‘they will escape, allowing you access to the ele- 
__vator they were sitting on. Ride it up to the abandoned 
~ Chu-Chu- item shop and you'll be able to pick up sever- 
oo co items and accessories for al characters, 


picasa 
eae 


sage until you can drop down a small hole | \“SM/) \- -——_——___——_—__—_—_——ees 
at the end of the tunnel. Follow the large | \N@Qaee? 7 = 

beams in the new area to reachamanwho §& aS. 
Claims to be a master swordsmith. If you give \ ern 
him Citan's Kishin Sword, he'll work on it \. : 
and produce the Kijin Sword, which can. 
4, be equipped eee a onto Citan’s 

| ‘gear, Fenttt, : 









If you eoced i the owiouss wih 
“NO Emeralda, then you'll be able to pick up ¢ a spe : 
a » cial item for her back in the Snowfield Hideout. a oS 

Speak with the man at the far end of the tunnel _ oe 

"past the prison cells and he'll tell you a little about _ 

his son. If you have the Mermaid Tear, he’ll make 


ee a paisa My ee 
a clits, i ea es ‘sia ap : 
rey 0 AY oe Ide t of beautiful as well, 
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TheT Treasure Hunter a ee | — 
ei oe Emeralda has oe into ¢ an » adult 


/| and you have the Mermaid Tear in your 
|| inventory from an earlier event in the game, 
| | make sure to bring her to see a certain man 
|| who is guarding a tunnel inside the 
| es Snowfield Hideout, Find him at the vine end 
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i's going on, 
“even when no one else does. His interest in Fei may 
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The good ol’“Man ofthe Sea” is back! «sige 

















The Junior Dolls 
Ever wonder exactly what those “Jr. Dolls” do for your characters? Handmade by Chu-Chu, the 
dolls, when equipped, give each character heightened defensive stats and expanded abilities. 
Below Is a list of what each coll will do for its respective character and where you can get one. 


Doll Effect Character Location ee 
PelJn Critical hit damage increased ........... Emeralda ......Kislev Battle Area te 
Bart Jr. ..... Critical hit rate increased............... Emeralda ...... Kislev Battle Arena F 
BillyJr....... Accuracy and Evade stats increased...... GNV as Kislev Battle Arena 
Emer Jr. ... . Equal damage when counterattacking ....any........... Card Game vs. Kanna 
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oe : 
Bi | 
ae 
| 
An ey 
Ty 





From the publishers who brought you 
Kartia, Persona, Ogre battle and latizs Ogre. 
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d you in your quest to unify the continent! 





x Use over 50 mons 
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, scenes enhance your perception of reality! 


to alter the course of your countrys destiny! 
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ou know, X Games Pro Boarders is easily the most 


accurate simulation of snowboarding available. 
== The game designers used current pro snowboard- 
ers with their signature tricks and a totally unique control 
eres me perlates me ne we actions a You proud use 
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° The ence ae 
hold a grab, the 
more points you 
will get. 








° Multiple grabs or 
~ trick score” “higher — 
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ie f your Pes are 100 oe ‘the | | the pipe board) 
Judges ' won't notice them. 

fe Pe fos pipe sea you get a no-bail’ bonus of _ board 
420% of your score ei you don‘ fall during the run. 
| ' for big jumps 
el Beriehad carve reenTek in the pipe levels to | | 

- the transitions’and launch higher. 








oe makes the rider a bit less ily to ss 
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ge ety Ra ent Be 





| She score, vont oe it harder to Gea. 


Z 6 Fa on clean landings and taking the fall ine to 
Peep speed up. 





| The reside 
board is best 

_.for going really 
fast and cutting 


oe In the pipe levels, focus on hitting the transition — lear turns. 


on the pipe at around 75-80 degrees. If you fall or 
“loose pee oe it back 2 ne down ine fall be 
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Oar Clhavackansiaies 
_ Each type of board has its own characteristics. Use 
— the right board for different situations. 
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on a real hill. To get the" —— 
most out of the game, you must u use e the p pro- z 
fessional control settings, as it gives the he 
er complete control over everything. The trick cape is 
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: Overall 

- - best board for 

: beginners 

: - middle of the road on 


Pipe : all ratings 


- fastest spinning 

- biggest ‘sweet zone’ 
for lining up landings 
- slowest board, no 
good for carving 


: > The Overall board works 
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courses. You can try others, but these combinations _ 
— a8 oF pat and deve will get you the biggest points. 
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e judges. Grind it! 
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(Special eke 


The player can perform special tricks with any rider 
| (this is in addition to each rider's custom moves). 
These tricks are specific to re-entrant jumps (like in 
the pipe), or to straight off jumps, like in the ee air lev- 


a) a re 


: els. These tricks can be performed in either the pro- : 
: fessional or the amateur controller model, however : 
: the pro model gives a more precise control of the : 
: rotation speed. : 


For simplicity, the trick will be described using a 


‘goofy foot’ (right foot forward) rider, Peter Line, using 


pro mode and the pipe board. For ‘regular foot riders 
(left foot forward), reverse the trick wall (left or right 
hand) to perform the same trick. You can use any rider 
or board combination to perform these tricks, but the 
amount of air and rotation rate will need to 
be a 


_ Stig Special Tricks 
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This is a list of the two special moves exclusive to 
each boarder. The tricks are activated by pressing the 
combination indicated on the direction pad while 


Daniel Franck 
Backflip Indy. 
iodeo 5 


Morgan Lafonte 
Superman Fronttlip. 
Backilip Late Tailgrab 
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Peter Line 
Rodeo 5. . ae 
Corkscrew 900 . 


Indy McTwist. . 
Christ Air 


Se ee on 


Sh annont 
_ 720 Method to. 
_ Invisible Man . ce 


+. What are you 
waiting for? Get 
on the slopes and 
tweak some air! 
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Cool Boarders 3/PS 
Sweepstakes 





1. NO PURCHASE NECESSARY. 


2. 10 ENTER. Sweepstakes open to legal residents of U.S. only. To enter, send a postcard (no envelopes please) with your name, age, address, and phone 
number to: “CB3/PSM SWEEPSTAKES”, 8592 Venice Blvd., Los Angeles, CA 90034. Each entry must be mailed separately and be postmarked by 1/24/99 
and received by 2/1/99. Sponsor assumes no responsibility for lost, late, incomplete, misdirected, mutilated, illegible or postage due entries. All entries 
received become the exclusive property of the Sponsor and none will be returned. 


3. PRIZES/ DRAWING: Prizes: One (1) Grand Prize winner will receive a Snowboard, an exclusive Levis’ Cool Boarders 3 snow jacket, a pair of Anette sunglasses 
and a copy of a “Cool Boarders 3” videogame (Approximate retail value of $1,000). One (1) First Prize winner will receive a Levi's Cool Boarders 3 snow 
jacket, a pair of Arnette sunglasses and a copy of a “Cool Boarders 3” videogame (Approximate retail value of $400). Five (5) Second prize winners will 
receive a copy of a “Cool Boarders 3” videogame (Approximate retail value of each videogame $50). All apparel sizes are Adult XL. Odds of winning depend 
upon the number of valid entries received. Winners will be determined by a single random drawing of all valid entries received by Sponsor, whose decisions 
are final. Drawing will be held on February 5, 1999. Winners will be notified by mail or telephone by or around February 19, 1999. Allow 6-8 weeks for 
delivery of prize. ee 


4, PRIZE RESTRICTIONS: Limit one prize per individual or household. Prizes are non-transferable; no substitutions are allowed except by Sponsor due to _ 
unavailability, in which case prize substitutions will be of equal or greater value. If the Grand Prize is won by a minor, it will be awarded in the name of the 
parent/legal guardian. Prize winners (or parent/legal guardian of minor winner) may be required to sign an affidavit of eligibility/release within 14 days of 
notification attempt. Failure to return the affidavit in the time noted will result in disqualification of the entry and an alternate winner will be selected. Neither a 
the Sponsor nor its affiliates, subsidiaries, divisions, parent or related companies are responsible for any damages, taxes or expenses that winners might www.989studios.com 
incur as a result of this sweepstakes or receipt of prize. By entering this sweepstakes entrants agree to be bound by these rules and consent to Sponsor's 
use of their name or photograph for Sponsor's advertising or publicity purposes without further consideration, except where prohibited by law. Entrants 
release Sponsor, its employees, directors, officers, agents, subsidiary, parent and affiliated companies, and each of their licensees from any and all claims 
or liability in connection with their participation in this promotion or the acceptance or use of any prize. 


5. ELIGIBILITY: Open only to legal residents of the U.S., except employees or agents of Sponsor, its subsidiaries, divisions, affiliates, parent companies and 
members of the immediate families of each. Sweepstakes is void in Florida and Puerto Rico, and wherever else prohibited. Valid only in the U.S. 


6. WINNERS' LIST. For the names of the prize winners, send a stamped, self-addressed envelope before 3/1/99 to “Cool Boarders 3/PSM Sweepstakes” and 
send to the address listed above. Please allow 6 weeks for delivery of winners list. 


7. Sponsor: 989 Studios, Foster City, CA 94404. 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Cool Boarders is a registered trademark | = 4 
and 989 Studios and the 989 Studios logo are trademarks of Sony Computer Entertainment America Inc. Designed and developed by Idol Py PMT 
Minds, LLC. Published by 989 Studios, © 1998 Sony Computer Entertainment America Inc. “eo ap 
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easiest way to get this screen Is to go into 
{rag 1 face and set up a mismatch so that you 
jill be sure to win. Enter the following as your 
ame when you get a highscore to unlock the 
desired secret. 


pm ee 





“The drag 
race is the 
quickest and 
easiest mode 
to use to get to 
the high score 
name entry 
screen where 
you enter all 
the codes. 
Unfortunately, 

| you can only 

- enfer one code — 


pera | 
Fe) 
ea | 


ENTER YOUR NAME 





Coce fin 
of rhe month 


__ Colony Wars: Vengeance 
All The Codes 


Now everybody can explore every level of the master- 


/ piece that is Colony Wars: Vengeance. Because of the 


game's mission structure, the player will often play ° 


‘through the game multiple times and still not see every 
mission. Now all the missions can be opened, plus you 
can use any of the four player controlled ships on any 
mission. Enter all the codes at the password screen 
with each codes first letter capitalized. 


“ More than one 
code can be 
entered at a 
time. You should 
note that they 
all use names 

of ships from 
the original 
Colony Wars. 


i a, en Ue ie ew | 
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_ Code 

Blizzard 
Stormlord 
Tornado 


Effect 

All cheats ON 
All cheats OFF 
All Weapons 
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_ Dynasty Wares Characters ee 
Edt you play through and beat the entire 1p Battle can 
ron. any difficulty level with a character, that character 
_ will have an extra outfit when you select them the next 
time with START rather. than X. What's ‘interesting 
about t the costumes is that even though theysharethe 
7 5 : . me moves, they wil look ike chara acte iS s from 
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4 The major appeal with this game is the amount of cool 
cars available. The best were hidden, until now. 





Effect 
..... Super Arcade Mode 

3 Secret Cars, Chris’ Beast, 
5 oe Maul, ol Specs 
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NOLIFE — 
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Every month there's usually at least one code in Code Junkies that totally blows open a game or 

> increases the fun factor of a title to another level. Each month we pull-out those exceptional codes and 
cheat gems and award them with the dubious honor of Code Fix Of The Month. Look here for the 
hottest of the hot codes for the best games each issue. 


< The level select 
is by far the best 
code of the bunch, 
as it allows you to 
play around in 
any of the game’s 
amazing levels, 
most of which you 
have probably 
never seen before. 


Thunderchild All Fighters : 
» Avalanche Infinite Afterburners 
Chimera Infinite Secondary Weapons 
VamMiie. Infinite Energy 

* Demon Level Select 

. Tsunami Enemies dead in one hit 

: DarkeAngels . 2... Guns don’t overheat 

Hydra 99 upgrade lokens 


fo. 4 ee 
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It seems that almost the exact same codes that 
were in last year’s game are in this years. They are 
your typical selection that range from the always 
wacky ‘big head” code to some extra jersey designs 
to the fast mode code which actually makes the 
game play much better. Enter the following as pass- 
words in the Options menu reached via the Game 
setup screen. 
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MTT ira: 
we i gh 
Credits 


aerate ee 


We’re willing to bet that your commute to class 
never this bumpy. 





ge, please get your parent 


o 91 44 Der TLE 





At the transmission selection screen in both Single 

To get to the password screen, enter Options, found : Race and World Tour mode, press and hold SE E Cl : 
er ine Came Setup screen. | then press R2,L2,L2, #, +, L2,L2,R1.Theicecream | 
a =) ~ truck will now be available.  . 


Password Effect es eee 
ARAINY ,.....-... Big heads oe 
“BIGBIG’, Big players 

eSPEEDY , Fast Mode 
foaD............ |hird Jersey 
VICTORY ,........otanley Cup Video 
“FREEEA” .........EA Blades and EA Storm 


teams 


















BMG . URC PRO e eee Pee eee eee ee eee eee eee ee ee 
r = ‘ 1 z aa 3 == aamty = i 
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Team Abbreviations 
|e °ANA")......... FMV fly-by of teams 
stadium 





iat ak ee 
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Ss 
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prekisant as soon as it goes Butte but they its | = 
a videogame. 
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noe 
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Just like last year's Nascar, you can make your driver 
wave at the fans as you drive around. For it to work, 
you must be using the inside car view with the dash- 
board and press and hold SELECT to wave. 


We love our big, inflated heads here at PSM. Code 
Junkies wouldn’t be the same without at least one big 
head code a month. 


- Psygnosis.......... 


Ready Se 
REUBEN 


Sierras... 











When 
you enter 
any of the 
team’s 
abbrevia- 
tions, you 
will be 
taken to 
an FMV 
fly-by of 
their 
stadium. 
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US Gold... oe = ee ek “GAM 
Viacom....... “303 739-4019 


(Virgin... scsi (900) (288-4744 — 
Hey, both hands on the wheel, buddy. That’s how crash- MR Snarte ETA ORE_OR 
es happen. | ue 
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, 0, L2, X, 0,1... Unlock Funtopia (Challenge - 
Mode Only) 
1, ©, 1, L2,4 ... Unlock Gulch (Challenge 
Mode Only) 
. . Battle Boss 1 (Challenge 
__ Mode Only) Note: Re-enter 
this pass word after every — 
oo challenge battle. 
0, X, ©, 4, R1, R2... Infinite Turbo Note: The 
- special bar will still decrease, 
but turbos will still be MS EY Tg 1 Ne aie re ed a 
available after it runs out. > Work with the standard aigital contro! se 
Extra Armor vive —( OE 
Double Pick-Ups snieid ............. Old 4 ane press *, 
ESI mecca tees EAE NORE 2... Boss Battle with Big Daddy <: StealCash.......... Hold “ and press © 
codes on the password screen that is found in © (1, (1, O .... Duke Nukem: Time To Kill ‘Rear stut = |=. 3 
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for mature audiences only) g IP 
Up on + wheels/rigt 


. them to work you must first start a level then 
enable the cheat code and enter the desired code. 
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The Gulch, like Funtopia are the game's bonus levels. The: ) 


oo i. 


Gulch level is perched on top of a giant canyon spire. Fall © 22 = tae ag 


eS oY ‘ 


bp oe ooo 


ba 


Oo: #6 
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‘0 ee 0 Ox Poe 
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Pinas? Pit cee 
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STREET FIGHTER Il: CHAMPION EDITION 





Introduced the ability to play as apy 
MW. BISON, Vega, Sagat and Cairo www.capcom.com 


© CAPCOM CO., LTD. 1998 © CAPCOM U.S.A., INC. 1998 ALL RIGHTS RESERVED. STREET FIGHTER is a registered trademark of CAPCOM CO., LTD. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD. STREET FIGHTER COLLECTION 
2, STREET FIGHTER II: THE WORLD WARRIOR, STREET FIGHTER Il: CHAMPION EDITION and STREET FIGHTER II: HYPER FIGHTING are trademarks of CAPCOM CO., LTD. Fighter's Edge ® is a registered trademark of GamePro magazine, the official magazine 
sponsor of the Fighters Edge promotion. Reproduction of Fighter’s Edge name/logo in whole or part without prior written permission by GamePro Magazine is prohibited. PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
Entertainment Inc. Dual Shock is a trademark of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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sae one 
aa ale 
ae - 
= a 
i — fa ity 
= ee ae 
- i . 


Future Cop LAPD | 


: . General Password Cheats — 


the following passwords are stared aoe the Eaeeword : 


screen after entering a Crime Wars or Precent Assault 
game. Please note that certain conditions, once set, 


Crime War and Precinct Assault missions locked com- : 4 


pleted, a Be o Weapons | a ey 
BOW | | 


DISYFISLEY . oe, All Crime War and Precinct 
; Assault missions completed. 
DITIFISLFL . Se All Crime War and Precinct 
Assault missions locked. 
DYPYFASRHR. _..,..All Crime War and Precinct 
Assault missions completed. 
All Easter Egg Weapons. 


aS a | Nome War or Precinct 


Assault missions completed. 
Invincibility allowed. 
SYMRGOBRRL...... No Crime War or Precinct 
Assault missions completed. 
All Easter Egg Weapons. 
DTS Sar _......A\ll Crime War and Precinct 
Assault missions locked 
completed. All VVeapons. 


DYTIFASUHL _...... All Crime War and Precinct 


Assault missions locked 
completed. All Easter Egg 
VVeapons. Invincibility allowed. 


SELECT 
ZOME. 


, OPTIONS 1. 
aol as uo. 
PLAY 


END 
CAME 


RE es 8 RE Sars 
et ml) + ora =) see Gila 


Pore ape 


& When you enter the all missions completed code and 
you back out to the previous screen, you will notice that 
all the some cinemas will be accessible. 





A This final movie from the victory parade ¢ cinemas is 
miaetre es aly, really bizarre. eS 


3 Two Player k fy Gane Cheat Codes 


These passwords have to be entered whic the Adjust 


_SFX Volume entry is highlighted in the MAP Menu in a 





2 te Oo 


bP Do ee 


two. player game. Once the password has been 
entered, you have to QUIT (validate YES). If the pass-- 
word | is valid, the game won't quit (except for the quit - 
successfully). Most of these passwords will affect the | 


* player who actually typed It. 
are not cleared by passwords. These conditions are All : 


eo Oo ae 


Zz PG @G 


ke 


ee al bed 


| 
" i 
i i 
3 4 
: ’ . 
™ is a. 
: i 
a f 
ae ? | 
Sc. | A 
Paint f 
ce ee i 
aa i 
oe Saal rk ‘ei a - 
ean a cae 
. t 
A Hebe 


ee i ari 
. 


rt Og peta) ate za 
fet Ts nL 
= ue lee 
ae 2b fap ies en ae 


Dok Oo ® 


ce ee 


Me ae ae SO et Ba 


Bauer 
_TAFRGYBLRR. . 
-CRGRGYB [RY . oe 
-FUMRGYBLRL . 






JARUGYBLER =. 
CRGUGYBEEY.. =. 
FUMUGYBELE = 


aeRO) oO Be DO 


Ba: SIFYGYBISR........ 


. fat a ee 
hae ee co . 
a tgs ae : ——e be [ 
Rag " a ad f 
os T a = ' 4A a 7 { ai . : 
} = + a 1 Per ak 
Lae ; aa a a ™ pee 7 
“he = % il te 
iar i * . a 
i f Z 
Par tel " ! = 
* rt a | 
, ct A é = — i 
- 


Ne 


“SICUGYBLEI,..... : a 
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bevel 


+. Griffith Park Fin hed o . 
,ZumaBeachFinished 
. La Brea Tar Pits Finished 
Venice Beach Finished: 

Hell's Gate Finished 

Studio City Finished 


LAX Finished 


ook Beach ae 


F ei |e = " — " . ie 
7 et "J a 
rs te 2 a Pes | 
; : eS Se i = : 
g ts pas ; 
. a 4 fi .z Re 4 eee te 13 
+ oe hs . : - f Ny ed a ee - : 
\ r, iL ¥ y 
x i q Hi p q 
s 4 ' 
i a es : “4 . a 5 = 5 
ai a oh oe: " 
< gt " ‘ ; " 
Hi - 





> A Hit START during gameplay will take you to the pause 
- screen. Press SELECT to bring up the options menu and 


« highlight Volume Sound FX. 


Code Effect 


PP OEE EC Or ae ae Reload shield 
al ©), EO. 


Pa) SELECT © 


rT 
LJ 


Oo = > 


Cm 
LF 


ox fF 0 O- xo 


» » The pass- 


> 2 Oo mM 


after you start 


‘Crime War. 


> O.0 x > -D- oO ® 5 Doo 


SEEEGE X, SELECK.S +42 Quit crime war mission 
successtully 


Neco, SELECME Mie Blue player becomes 
black player 
al ©.-SELECT, X, 
SELECT, X,O,U ....... Reload weapon 0 
@} A, SELEGI. O, 
Ox SELECHAE. ..... os Reload weapon 1 
a: SELECT, Pal 
re sOEEEC AL i... x Reload weapon 2 


m: O,0,0,X%, X, X, 


©, SELECT ............ Power Up weapon 0 
| BreO Xx. Oe kei ee Power Up weapon 1 
, O, UO, SELECT, X, 0, O.. Power Up weapon 2 
rial ©. a 
SELECT, C a sti ite Add 200 points 
©), SELECT SELECT, 
& SELEGE Meh a Invincible 


e 00,0,00,x, 


SELECI, Si, 
X SELEG] Ore Walker super jump 
x, &%, SELEG], 
OO SELECT, 

EY EI SEEEGIY ios set shield to the 
max (82767) and 
reshield (might 
allow zone bypass) 


Crime War Level Specific Passwords 


The following passwords opens the various levels in 


the single 
player Crime 
War with the 
difficulty set 
to normal. 


word screen is 
only reached 


Raa 
a one player — waa ene oe 
game from the : en 
main menu. 


Peieee. (ieee 
Re ee 





4 With the last level password entered, you can simply 
hightight the level nies wish to Play. So 


Precinct Assault iow al Specific Passwords a 


> The password screen is reached after starting a one | 
. player Precent Assault game from the main menu. The — 
> passwords are for the normal difficulty level. 


: Urban Jungle 
> Start at Level 5:...... 
> start at Level 10:.. . 


> Proving Grounds 
. olaftat Level 6G. 
> Start at Level 10:. . 


Hollywood Keys 
; olaitat Level oi 
> Start at Level 10:.... . 


_ Venice Beach: 
> Startat Level 5:...... 
- Start at Level 10:. . 


OG Be ae 


FUCUGYBIM 


.. SUHUGYBIDR 


SICRRYBLL 


_.. TIFRNYBLSR 


SICRGYDLLI © 
TIFRGYPLSR- 


SICRGLBLLI 
HONS ET 
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‘y 7), es 
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ae 


ee 


a peaooneiel : 
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__ PlayStation and the Playstation logos are registered trademarks of Sony Computer 


Entertainment Inc. Acclaim is a division and registered trademark of Acclaim 
Entertainment, Inc, ® and © 1998 Acclaim Entertainment, Inc. All rights reserved. 
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LC Rollaway 

— Cheat Mode 

Le clever puzzler is a ton of fun once you get into it. If 
| you’ re having trouble, maybe these codes will help. To 
enter any of the following codes, you must first open 

_ the cheat mode by pausing the game and picking up 
controller two. Then press L1 + L2 + R1 + R2 + 
e SEEcCT on controller two. A chime will sound when 
entered correctly and the following codes can be 
entered with controller one during gameplay. Do not 
‘pause. — 





os a ae pause the game, then using controller two, open 
__ the cheat mode, then return to the game to enter the actu- 
a al codes. 





~ Code 


ae 7 Effect 


. Receive extra 
30,000 points 
. Motion-blur on/off 


KL 
i 
brad g FN a 


Beet Makes the ball immortal 
for a limited time 


eee AN... s,s... Jump to hidden level in 
current environment 


Tata en ane ee ee 


: The motion blur ae 
doesn’t actually do 
“a much, fat ee 1 | 

fun fo try! ed hell 
amd bored. 


baa 


pedtrais red ernanrs Frewerrs tert teeth idee re toate "ee sary ci reed tres ted cee oe a eae retainer 1 ei 


The hidden stages have 
TolMol e aslo) Mole ee 
grounds and break up 
the pace. 





Various Codes 


| 12R2.11. 


412114490 


S ceiectxi2) 


a Pg as eed ee as he Oe a be a DE ele oe 
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Trap Gunner “Moto Rarer 2 : 7 


| | | i Codes 
It's refreshing to see a batch of codes that don't totally ~ 
ruin the game, but improve it extensively. There’s three 
extra characters, extra outfits and even a bonus batch 
of levels to unlock 
with the following 
codes. Enter all of 
the following at the 
Title screen. 


3 
Me: 


Pe 

Le 

ee 

oe . * 
} re 
5 ee 
[aoe 4 


& rei Te arta 


Be 
Sea F nae 
pes | 


oT 


“ As each code: is 
entered on the 
title screen, the 
screen and music 
will reset and = 
you willbe © 
able to enter 
another code. 


















7 : i i 
SS, le —. . 
Oe 7 a oe 


e i 
Se ee a ‘ 
== ee 
L a 


» Wait, don’t press “fee Some Seabee 
start! First enter Rae ii | ks 8 
all the codes for Aa 


| eens ele ee | 


" 1 
eae Tr en) 
Tiel = 


' —— 
Pe 





Vea 
enc 
EDITOR 


Code 
Lit. «,%+ 70 
X, © i Rl, R2 . 
AZ, Al, 4, O, X%, 
oe fF Ll ae ee 
AM, 





. Bonus clothes 


. Change traps 


> 0, R2,R1, A,X, 0, 4, f+ 


“ LT, .. + aa. Alternate music 
ee AO Secret save icon os the first two are ® done 
. Bonus level RQ, L2, R, ¢, 

. poe O. og. Pe ita 


: ., Opens al three * motes 
» On the 
character One shot. 
select screen 
press left or 
right until you 
see the new 
characters. 


oe 
Fa 


deel 


“R, R2, R2, ie 


; r \ 7 i 
P. =, - — 7 r 
‘3 4 r # * ‘ ™ : F aha 
pd ne i _ a : 
nad hdd created annette 


I ° - 5 
a ro 
= 

gil bry 


eS 
N ; 
BR 
>, 
os ee 
[> 
~ 


_ For three championshir DS 
pick position in last Tact 
Set A oo to oo 1 


t 


Af fio 





el 


_ Catch bea air 
Ultra fast bikes 


4 
> 4% 
eg +. 





< The bonus 
stages totally 
extend the 
playability of 
this game. You 
will need to 
learn the layout 
= of each if you 
ij want to win. 


Devil Dice 

Uniocking The Galleries re 
There is no code for opening all the pictures. in }the — : 
gallery mode, but here’s how you do it legitimately. 
There are a total of 15 different galleries and opening all 
of them is nearly impossible, but at least you know 
what you have to do know. 


all 


a 


a= yg 
Ss = Est = 


_ 
ee ee eel 


i oo. 
. r > A 4 
— asthe 7 a ee L 
lalate es al he te ee et te ee dl 
deez Ea | 
i " ~ i 


, ae 
b is | 
a a a eSeEnNe aero = 
+n a 
ee ee ea rote BE cre te i 





Gallery No. 1-10: Finish Puzzle Mode Level1 to10 
Gallery No. 11: In Trial Mode, get into the Score Ranking 
of Endless mode . 
Gallery No. 12: In Trial Mode, get into Level Ran ki ng oo 
Endless mode oe 
- Gallery No. 13: In Trial Mode, get into Score Ranking in 
_ Time Limited mode . 
Gallery No. 14: In Trial Mode, get into Max Chain 
~ Number Ranking in Time Limited mode . 
_ Gallery No. 15: In Trial Mode, get into Max Chain Score _ 
Ranking in Conqueror's Continent in Time Co 
Limited mode 





Kagero: Deception I] 

Opening The Sound Configure Menu 

At the ‘press start’ screen, press R1, R1, R1, R1, R2, 
R2, R2, R2, R2, R2. Press START and you will find a 
new sound contigure menu where you can check out 
all the game's sound effects. 





“< After you enter 
the button combr- 
nation, you will 
hear a scream and 
when you press 
start, a new sound 
option will be 
available. Enter this 
option to listen to 
all the sound 
effects, voices and 
music the game 
has to offer. 


Blake lost 
his memory > 
card where 
he opened Up 
most of the 
pictures in the 
gallery, so 
here’s a 
weak shot sy 
with only one 
picture —t*™ 
opened. 

anks — 
Blake! 


Sea 


Tecmo Cameos 

Beat the game four times, find four different endings 
and at the start of the fitth game, you will get cameos 
of characters from other Tecmo games. Cool. 








ces PICTURE! 
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Various Cheats ae Select ) oF 
You have no excuse for perishing now that you haveall The following code will ‘open up a level eect that we 
the codes for the game. Finishing the game should lety you choose ay mission in the game, To enter it be 
now be a snap, but unfortunately there is no code to must ART to an 
make the game fun. Enter all of the following while the press + ’ +t h > will 
game IS a a ‘when. ‘entered. successtully. be to Saal Lo 
paused dur- , _ change levels you must quit your game and go back to 
Ing gameplay. rr 2 ee the main menu. The bottom entry is the level your about 
“Fe eee tesa oe pay. any, ee it and eS let and Hs 
Arcade And Evolution Discs codes onthe —— ee —— 
Good Ending: To see the good ending you must win pause screen. 
the seventh match (normally the final match) using the sordad agi 
“Team Up Technique” during a one player game. You entered cor- 
will then be taken to an eighth stage, which you need eeecre 


to win to see the ending. ee Be ere 


Rival Schools 

Hidden Features 

We've found no legitimate 
codes for the game, but we 
did get info from Capcom on 
how to unlock the game's hidden 
features. Some are for both 
discs, while others are specific \ 
tO a particular disc. / 












TSA SL Leb tae 






= enter the Jiovel = 





Dea ss | message, 
| ; ges “e 






Goodies - Gallery: Any artwork you ve seen on the Gade Eftact 
game's loading screen will be available for viewing In 


ate: Reset to 100% energy life. 
the gallery. eset to 100% energy lite 


¢ + 
> ©», ©...... Reset to 100% mana. 
— tf *,0,U1....Heset to 100% 


Goodies - Credits: Finish the game with any character weapon ammo. 


and you will see the credits roll. R111, R2, L2  . 
2 > cis iS chenge 
. 10% raise of abilities. ncioat a 


_to the main 
menu and 


Ri, SELECT....... Fill the experience gauge. —_hhighlight the 

A, 0,0, 4, O....... Switch ON/OFF energy bars —_—-Rettem entry ee nee 
| and press left | ea OPEN a 

7 on monsters. ee Bont oS no 85 i She meet ard all dtc ORR 

A, t,0, *, SEL, 0 .. Give 50 lives. | = 

preny Costume: Bea oa R1, SELECT....... Raise a level for each spell. Various Codes 


using Tiffany to see the - 
hidden costume. NET 7 poets the game then and enter the tollowing: | 


ae : ae | => ft Y....... Powerup weapons. 
Hinata Costume: Beat the game using Hinata to see -©.A SELECT ¢. 


the hidden costume. 6 AU.12 


Natsu Costume: Beat the game 
using Natsu to see the 
hidden costume. 

































ie Zooversaee, pode Effect 
health and L2, RI, hehe * + tf + 
longeraworry. | elec), SELECT............ Invulnerability 
: Abed Milo :. ee m2 7 2, Ri, L1, Ri, 
4 and not fell off . (2, U1, Bec... ss... sess LERIDORAI 
Btwn E invulnerability — 
So i RI, EY Ri, U1, RI, L1, 
Pili R1........ ae Invisibility 
wim © 7? € *, SELECT, ¢, ?, 

| o | +, , SELECT ee _..... Unlimited — 

. Ammunition — 

a9 e+ tet t.... Powered-up — 
ae weapons 


Kyoko Costume: Beat the game 
using Kyoko to see the 
hidden costume. 


Arcade Disc 

Goodies - Good End: As you see the 
different good endings, they will 
be selectable. 





Goodies - Bad End: As you see the 
bad endings, they will be selectable. 


Evolution Disc 8 
Extra Characters: . . . Every time you finish the one- : tie me a 2 * 11,12, +, R1, 4%, R2,*Allweapons 
player game, a new extra character will be available. "go fee on, Ri, R1, RI, R1L2, L2, oe 
There are 24 in total. : a rss ence bed 12, Mc All items 

) A Alauar * 7 + ee + > € > &. All keys 


L2, R2, L2, RO L2, RO. ie 
4 Entor the eqde B72 R2.............. exta damage 
Spe te AL, Ri, Ri, R1, Ri, Ri, 


asound when BI, Rt ( BT, T. en eel ge, big head Duke: : : 


done corr ectr le 





Goodies - Movie 2: If you see any good ending, movie 
two will be added. 


Goodies - Movie 3: If you see any bad ending, movie 
three will be added. 


Target Mode: Finish the one-player game with any ‘ : 
character. ee 


Home Run Mode: Finish the (\A\ 4 
one-player game with G&\\a@ N\A 
Shoma on the highest diffi: (( ot 

g (TT Tiny head 


Ae - Ta cre me eee .: LL opp 
Shoot Out Mode: YP Gta) )) level select, [RRRamuauamgh \ Cmenar ie wineries LL 
Bcsn ne. one caver LI [ef wa Co Pali Ces Ra | 
game with Roberto on 
the highest difficulty. 
service Mode: Finish 
the one-player game 
with Natsu on the high- 
est difficulty. 

















Ri, RI, we a - oe - Smal hea Duk 
iB Rl, Rl, Rl, Ry RI, A a 7 
een -_ 0 ORL RI € Bg heac copes 
Fag ad GASEPR SSSI RSSE RA GSP nn RR, AL, RI, RI, Ri, ) 2 
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BUST-A-GROOVE: DANCE & RHYTHM ACTION 
Playing As The Secret Characters 

There's no “quick” way to play as the game’s secret 
characters, but here's how you do it legitimately. 


Cool Codes. 


= 









‘ing all the runs, ae a ee ae third Q 
the always popular big heads code. Have fun. The 
avalanche level is awesome. Enter all the following 
where you enter your name when you select tourna- 


- 


ment (Note: “_” indicates a a. - 





To play as Capoeira, finish the game in Normal Mode. 
To play as Robo-Z, finish the game in Hard Mode. 

To play as Columbo, finish the game with Shorty 
in Normal or lower difficulty after getting Capoeira 
and Robo-Z. 

To play as Burger-Dog, after getting Columbo, finish the 
game with Hamm in Normal or lower difficulty. 


to a Code 
All oc WONT 
All Boarders ........sscesssssessseesssseeessseeeeOPEN_EM 
PIO OAOS Gores sce deesssecccssesseses DIGHIEADS 





dat MH! ae ki nad a ates =a i a ray feat sae rt aie Se Eka. ee PD ai oy baggie ere raat” 
ge oe , 
ey 


4 Robo-Z has a vogueing style and his very own stage 
that places him and his opponents on top of a roof ina 
big city at night. His stage also features some unique 
camera angles. 


ieee Meee aa ieee tl] 





eee hee 


THE UNHOLY WAR 

The Only Three Cheats For The Game 

As the heading implies, there are only three cheats for 
the game. To make the three even more simple for you, 
they all use the same code, but in different places. The 
cheats unlock all the secret characters, the secret bat- 
tlefields and all one-player strategy maps. The code 
goes as follows: 

(OO i SELECT, SELECT, SELECT, SELECT START 
STARE SIART OO, 0,0+ 0. 


= 


he eee sl 


Pee ee a Ae ie 
Sgt ee oy 












eate a new emblem on this s screen and w when your 
25s Ta SELECT. = ee 

To unlock secret characters, highlight “Set Teams” on 
the Mayhem Selection screen and perform the code. 


“4 With one code, all the c courses in the game are c open 
_to your thrashing. A new tournament will also | now 
be available. — a 


To unlock secret battlefields, highlight Accept Teams” 
on the Mayhem Selection screen and perform 
the code. 






s ‘press and hold 





To unlock all one player strategy maps, highlight “Set 
War" on the Strategy Selection screen and perform 
the code. 


Tle 
* aula 


Lee ie 





A The two hidden characters are Beta Razor and Mega 
Prana and could only be earned by beating the game 
until now. 
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All The Codes 

Here's all the codes for the ultimate S.C.A.R.S. fan who 
must have it all. These are entered as passwords in the _ 
password option found in the Option Settings menu in 
the Options Menu. 














Lah ae oS AWhEn 
os se se ey ae aa "entered correctly, a mes- 
I es ie ie SALE confirming the code | 








me Ri cea ce eRe will appear on screen. 
ee ee ee ae eens ee Deeg ee eee es eee OW press and hold 
ELECT | ste STAR . then 


Code Effect 
SEssox.......... Crystal Cup 
ROCKYY Diamond Cup 





> 
= 
= 
. 
. 
= 
- 
= 
= 
= 














is | | | ZOPEAK........... Zenith Cup 
. oO Oe ae , a ae See \pERTS..._....... Master Game Speed Level 
the different messages. Really boring stuff, actua ) DESERT ........... Scorpion Car 
ie Aoite...........- Cobra Car 
RUNNER........... Cheetah Car 
MoleR........... Panther Car 
Pe Revi ,..........All Cars 
) < Enter all 
the codes 
in the 
password 





entry on 
the 
Options 
Settings 
menu. 


a The globe you walk your Spice Girl around to select the 
different modes is where you enter all the codes. 








Massive Spice 

fold START then press ©, 0, ©, O. When entered 
___correctly, a message confirming the code will appear os Tiicttitsececnnsgm—— cata, 
ee S Pte: ames 





« It doesn’t come much weirder than this. Enter the Purse 
Worship code and in the TV studio they will all dance — 








ee See * 


around a small pile of purses. — a 





ee mo 6 ee 2 Purse Worship 
 @ | a TR Fe = To make the Spice Girls all turn around and stare ata 
hl: | i | pile of purses, hold START and press 0, 4, ©, A. Now, 
with the message on-screen confirming the code, 
enter the television studio with an act prepared to see 
thacodesbizareetiec, == = | 7 








Spice Tease : . 
This code will open an alternate title screen with 
Spice Girls naked behind chairs. 





the. 


irst enter the hid 
messages code, then press L1 + L2 + R1 + R2 + 








SELECT + START to return to the title screen. | | | 
ee a The Panther car has maxed out stats, making it the best 





: » code i is absolutely horrifying ! 
“average, ones e, F reiioaal human for multip e reasons. 








ae 


Infinite Lives 
Infinite Shield 


Infinite Gatling Gun Ammo 
finite F RPG Ammo — 


—_ 80060b2c8387 
- aiteoneteess 
90606608387 


500574620207 | oe 


senate? 
800074820327 
mo ——S*«S 00748607 
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4 “Team PSM 2.0” just hangin’ out in the atrium downstairs. Yeah, we’re out of control. 





| recently bought a copy of Saga 
Frontier. When | took it out of the case, 
| noticed that the back of the disc was 
light blue instead of the standard black 
color. Why is it different? | read that all 
official PlayStation discs are black. Could 
it have been an illegal copy? | bought it 
at loys ‘R’ Us. 


Chance Joyner 
Tupelo, MS 


Well, if the label is intact 
and the game works in a standard, 
un-modded PlayStation, then it’s not 
pirated. We asked a representative at 
SCEA about this and he said that, 
believe it or not, all of the PlayStation 
discs are a dark blue on the bottom 
and not actually black. If you look at 
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them under the proper lighting, then 
they will appear blue. If the game 
didn’t work properly, then you 
should have taken it right back to the 
store and tell them what happened. 


| got some questions that my friends 
and | would like to know, so if you guys 
can answer them that would be cool. 


1. When the Playstation 2 first comes 
out how much do you guys think it 
will cost? 


2. Street Fighter vs. X-Men didn't have 
the tag-team option so that you could 
switch your guys. Is there going to be a 
game on the Playstation that will have 
that feature, like Marvel Super Heroes 
vs. Street Fighter? Without the tag 
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Favorite Games: FFVII, RE2, Uncharted 


_ Waters, Civilization 2 (PC), Unreal 
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mode, the game is just not as good. 


3. Is there going to be another 


Dragonball Z or GT PlayStation game? 
4. |s Final Fantasy 8 confusing? 


Josh Tokumi 
Mililani Hawaii 


Aloha, Josh. How are 
things in beautiful Hawaii? | hope to 
visit there sometime soon on 
vacation, but | am just not sure 
quite when. 


1. As we have probably mentioned 
before, Sony is being very secretive 
about its next console. The latest 
rumor has Sony showing select 
developers the development kits, so 
let’s hope that at least one of them 
spills the beans on how powerful it 
really is. We still feel that a 2000 U.S. 
release date sounds feasible, as it is 
going to take that long just to get 
some good games developed. As for 
a price, who knows? The Dreamcast 
will have been out almost a year by 
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Will Capcom clean up all its mistakes 
with Marvel Super Heroes vs. Street 
Fighter? We hope so... 


CC. 
Warzone, NFL Extreme 


FavoriteGenres:Al = 
_ Favorite Games: RE2, Cool Boarders 1,2,3, 


- Parasite Eve, 


ccc 
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Drop us a line at PSM Letters, care of 
Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 


then, so Sony is going to have to hit 
stores with a very competitive price 
point if it hopes to succeed. $150-200 
is going to have to be the absolute 
high mark, as the Dreamcast will 
probably be selling for $150 by then. 


2. Most people will agree that X-Men 
vs. Street Fighter was far from 
Capcom’s standard level of quality. 
The tag-team feature was missing, 
and there was a lot of slowdown. 
Now, Capcom has the chance to fix 
its mistakes with the soon-to-be 
released sequel—Marvel Super 
Heroes vs. Street Fighter. So far, the 
game is looking good and even has a 
special tag-team mode that allows 
you to switch characters during a 
fight. You can read more about it in 
this month’s preview, 


3. | hope not. While the Dragon Ball 
series is extremely popular, there has 
yet to be a decent game based upon 
it. GT was simply terrible and | would 
hate to see the same thing happen 
again. What were the 
developers thinking? 


4. Uh... what exactly do you mean? ! 
mean... Final fantasy Vill was... uh... 
What was your question? 


Hey, how's it going? Your mag rules, but 
I've been wondering... why does 
Eugene lick mice? Don’t you think that 
this is a problem? Don't you think that 
ne should see a psychiatrist? Also, why 
are dogs noses so cold and wet and 
what do you think is the best game of all 
time? Knowing the answers to these 

(Continued on pg. 128) 
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Favorite Genres: RPG & Adventure 
Final 
Quote: Oversharpening a blade causes It to 


Favorite Games: 
Evil, Resident Evil Il, Breath of Fire III, 


Suikoden, Wild Arms, Resident 
Rogue Irip. 


kendoxo@hotmail.com 


Se Solomon 
Woodbridge, CT 
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JANUARY 19599 





HTTPE//PSMsIGNscom 





illustration: Robert DeJesus 


illustration: Robert DeJesus 
















Seah Won Fe ELEC coiioler diana boca sional to oan on @ lew ik ead HEE wi 
y invite debate, ee re a, Ee ak 
mam Sk a 


: cit | : can't we have both types of Saco and 3D? 
+ Lots of great games were done in 2D, so why close — 
_. } the book on them? The problem | is that people turn to 


so occ haemon «ith the 2 the back of the box and just look at how the graphics — 

~ ae ee cece look. When they don’t see 3D pictures, they don’t — 
~ Who. will make the biggest games? : even think about giving the game a chance. You just — 
ioe or Nintendo step up to compete? | can't judge a game this way. Without games ike 
ia surprises | are in ‘store? Don't be 3 Mario, Castlevania, Mega IVian and other classic 2D - 
Q “afr d to go out on a limb here, |: games that made gaming what it is today, there — 


"want io hear your thoughts + would of never been 3D. So if you ask me, | hope that 


one and ‘a le 2D stays ae in PALIN: 
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ae aie ne beep ce ai. Ship! | was raised on good 2D games. The old © 
be eo TO COMrETES uy ‘ve ; got ; 10) : ft ot s oe e + Castlevanias, Marios and Mega Mans are some of the — 
Cs a ce Lee ses a ae ae ur best games ever. It's not that we as gamers have 
~ +} stopped loving 2D games, it's just that not many good — 
oe ones are made anymore (Castlevania: SotN, of 
ere ; course, being a big exception). That's sad, because it _ 
oe te ? keeps the cycle going—companies don't want to 
Et thee ff Eon wens to Fave 2D games to Casi aha make 2D games since they don't sell well, so then 
: gamers don't want to buy them ‘cause there aren't - 
acl Re BA Rane Nai : maybe they should advertise them as much as they : d eat rat ohel break 
ee ee ee ee Bqvanise 3D titles. oe some of WSs - games play ee ele eo eans eae : 
fe are your respons Fause topic for issue © 2 the viClous see 
eg es on reason ‘that | Found uit about the are 
ee _: Castlevania SotN is because | read about it in your 
2. Me tai... : Magazine. Otherwise, | might have missed out on a 
oo ~~ ~~ = hell of agame! Sony must not know the gaming pub- 
+ lic that well if they think we won't buy 2D games, 
because if it is a good game, then we will have 
absolutely no problem buying it. | bought Castlevania 


right when | saw it and | loved it! 
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John oe 
Macon, GA 


eters 


Is 2D really dead? My answer Is no. First, take a look 
at Capcom—almost all of their games are QD. The 
Street Fighter series Is still alive and kicking, especial 
ly at the arcades. Capcom also has the Darkstalkers 
series, the Mega Man series (I still think it will stay 2D) - 
and more recently, the Vs. series (Street Fighter VS. X 
Men etc.). Not only are these games doing well in the 
arcades, but they are selling on the consoles, too. 
Secondly, you have to take a look at the hard core 
gamers, the ones who don't care about graphics, but _ 
gameplay instead. Most RPG fanatics (like me) would 


the game has good graphics, story, gameplay and is ; . 
FUN (Castlevania: SotN comes to mind ), then what take a 2D RPG any day, and with the release of Tales _ 


. of Destiny and Lunar: Silver Star Story Complete, 
, Soy, ive i gare ee ee Beer there are still 2D RPGs to play. Now don't get me 


 $ wrong, there is nothing wrong with 3D games (I loved _ 
__  FFVII), but | just think that 2D and 3D can live togeth- _ 
er for quite some time. Also, you have to remember 
that the new systems, ike the Dreamcast, still have 

2D Gerais. 


A ornuch as | eis 8 yi it, haved to agree that Di is 
dead. Older gamers, such as myself (I’m 24), grew up 
playing great games like Bionic Commando, Ninja , 
Gaiden, and the Mega Man series. Games" like 
Castlevania: SotN. and Mega Man. x4, while. great 
games in their own right, have a nostalgic appeal and, 

| think, tend to be more popular with us older guys.: , . . ., = a 

Kids today, however, are used to 3D games like Tomb : : ae es 4 Ce ee Hee yy a ‘li. If 
Raider, Tekken and FFVII. They see 2D games suchas : 1) ue T@yoiation 's Se 
Castlevania: SotN and Wild Arms, and because of the 
2D graphics, players think they suck without ever hav- 
ne Daves them. 
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Randy Rykse 
rrykse@hotmail.com — 
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Gan Fritsche 


shawn. ereoncn com Er ic Benedict 


tron@netnitco.net 

The end of 2D gaming Is near. When people play : as «PR 

videogames, they imagine they're part of the game. In u agree WI on oe yy RY 

2D, You only get a SECONC: OF THIPC-OCISON'S cece cece 
perspective of the game. The 3D games let oa 
you feel like you're really part of the game. You | —— 
get to explore a world that isn't flat. Don’t get @ 

me wrong about 2D, though. | love it. Some of | 

_ the best games are 2D, but times are changing | 
and people always want some different 
and new. | ; 
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Justin Freeman - ee 
Freekids4@aol. com | oe 


CHRIS: As luni PSM readers = have alot 
| of interesting points to make. My view on — 
© this whole situation still hasn't. changed — 
| much; | still firmly believe that there's room — 
for both types of games, 3D and 2D. 
_ Although most 2D fans tend to be older 
gamers who grew up with that type of | 
| gameplay, | think the younger generation — 
- would give ‘em a try, if Sony or someone ~ 
- stepped up and actually marketed © 
ey a good 2D game ae up for 
| ae on | ite challenger UG ae 


. (no name given) 
a -thugsheart@ju uno. com 


| think that Chis i IS Secoitiey. correct. 2D & 
games should not die so prematurely because @ 
: i Sill Deve so > much ae can. n be done with = = 
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(Continued from pg. 126) 
questions will help me sleep well 
at night. 


Zorak5556@aol.com 


Be- EUGENE: 1. Didn't your mom 
ever teach you any manners, Zorak? 
When you see an overweight person 
at the mall ,do you go up and ask 
them why they are so fat? Some 
things are personal and better left 
that way. 

2. So, no. It is not a problem. 

3. No, | do not need to see a psychia- 
trist... for the mouse thing, anyway. 
4. As for the temperature of a dog's 
nose, dogs constantly lick their 
noses, and the action of inhaling and 
exhaling causes evaporation of the 
saliva. Thus, it feels cold. Dogs do 
this to increase sensitivity to smells. 
A wet nose picks up more odors than 
a dry one. Try it. 

5. Metal Gear Solid is THE best game 
EVER on the PlayStaion. This game 
utilizes the PlayStation to the max, 
and is full of pleasant surprises. Hope 
that you can sleep better now, Zorak. 


| think the Nihon Game Otaku section is 
awesome and | have a few questions 
and requests: 


1. Do you think you will ever do a pre- 
view for the Titus Superman game? 


2. Is it just me, or is Tomb Raider getting 
worse with every new game? | mean, 
the one thing that I’m sure millions 
enjoyed most about Jomb Raider were 
the amazingly realistic and_historical- 





4 Hey, Tomb Raider isn’t getting worse! 
Lara’s getting, uh... more mature. 


Teena tant cle 
goten@tekkenking.com 
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Favorite Genres: RPG, action, adventure 














"e _ ey, | have a few questions: those ideas, like the memory card 

, Stickers, were taken directly from 
some of the Japanese gaming maga- 
zines, SO we can't say that we came 
up with those completely on our 
own. We did bring the PSM touch to 
them, though. 


1. Who came up with all of PSM's inge- 
nious ideas? (ie. memory card stickers, 
lid stickers, tip sleeves, Banzai.) 


2. Now that the Mega Man series has 
gone 3-D with Mega Man Legends, will 
Capcom go back to 2-D when it makes 
Mega Man 9 and/or Mega Man X5? Or 
did we see the last of the Mega Man 
games in 2-D already? 


2. The news I have been hearing is 
that there might not be very many 
more Mega Man games coming 
down the turnpike. it looks like 
Capcom has taken the series as far as 
it can go. While | love the series, | 
would prefer that it have one more 
amazing game and then end on a 
high note instead of just fading away 
into mediocrity. Besides, the popu- 
larity of Mega Vian has already start- 
ed to dwindle. There may be one or 
two more games, but probably not 
on the PlayStation. PlayStation 2, 
perhaps? And | expect them to be 

fully 3-D, just like Mega 

Vian Legends was. 


3. |m a fan of the X-Files, and | noticed 
that you had the game listed on your 
release schedule. Will the game be like 
the PC version? When will the game be 
released for the PlayStation? 


4. Does Konami have any plans for 
another Castlevania game on 
the PlayStation? 


5. ls Brave Fencer Musashi anything like 
Secret of Mana? 





















6. Why doesn't Square make 
sequels to Secret of Mana and 
Chrono Trigger for the PlayStation? 
The PlayStation is certainly capable 
of handling the sequels to these 

games, and | am sure that the 
games would be huge suc- 

cesses for Square. 


Octavio De La Torre 
Palmdale, California 


m- STEVE: Hey, Octavio. 
It is always great hearing 
from another Californian. 
Let me see what ! can do 
about your questions. 


1. While | would love to 
take complete credit for all 
the great things that PSM 
has done, it just wouldn't be 
rignt. This is a team magazine 
and the team works together 
to come up with those new 
and interesting ideas. A few of 
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Voce ct ik: 
Favorite Games: Final Fantasy 7, Spyro the 


Favorite Genres: RPG’s,Shooters, well let's _ ; 
Dragon,Puzzie Fighter,and all 


Evil 2, Twisted Metal 1&2, Vigilante 8, Blitz, 
just say everything!!! 


Favorite Games: Gran Turismo, Resident ~ 
WWF Warzone, Final Fantasy VI 


Quote: |’m not fat, I'm big boned!! 


Favorite Games: Metal Gear Solid (Japan), : 7 
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3. | keep talking with Fox interactive, 
but they still don’t know if the X-Files 
PlayStation game will ever get 
released in the U.S. If | remember 
right, the game is really close to 
being released in Europe, though. | 
am a huge X-Files fan, myself, so it 
saddens me that the game may not 
be coming here. Mayhe there is some 
sort of conspiracy going on... 


4. in one word, no. While we consid- 
er it to be one of the greatest 
Playstation games ever, Castlevania: 
SOTNM did not do as well as Konami 
would have hoped. | guess people 
just don‘ like classical 2-D gameplay 
anymore, which is just too bad. | 
know that there are so many gamers 
out there who would love the game 
if they just gave it a chance. There is 
going to be a new Castlevania game 
released soon. but if is going to be 
3-D and be released on the 
Nintendo 64. 


5. Not really. Musashi is a unique 
game in itself. it is more of an 
action game than an RPG. There 
are RPG elements in it, but not 
as many as Secret of Mana 
had. Also, there is no multi- 
player feature in Musashi. 


6. | simply dont know. Both of 
those games were great on the 
super Nintendo, so you 
would think that Square 
would make some sequels. 
However, when we talked 
to representatives from 
the company, they said 
‘> that there were no current 
pians jor sequels of either of 
those two games. Maybe we will 
see something on Dreamcast or the 
next PlayStation console. 


«Is this the end for Mega Man? Only 

the guy in blue and Capcom, of 

course, knows for sure. If we hear 
anything, we'll let you know! 


Daniel Fuller 
drfuller1 @hotmail.com 


Quote: Hicoi!!! |'m every Game Otaku's 
BWA alee Olt eA 


dream, but evil all the way through!!! 
QUOTE:PlayStation & PSM, the perfect 


Crash 2, Jet Moto, and Tomb Raider 1 & 2 
combination! 


Favorite Games: Final Fantasy VII, Parappa 
the Rapper, Resident Evil 1 & 2, Oddworld, 


Quake/Doom games and Gran Turismo. 


(Continued on pg. 130) 


illustration: Robert De Jesus 
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looking levels (the other half of the pop- 
ulation simply enjoyed looking at Lara's 
shirt!)! Now we see Lara running 
around on oil rigs and other boring 
places! What happened to the massive- 
ly huge temples and the astounding 
death traps (like the statue hand of King 
Midas, my personal favorite!)? This third 
game just doesn't interest me. 


3. You guys said Ehrgeiz will have more 
Final Fantasy VII characters when it 
appears for the PlayStation in Japan. 
Will Vincent Valentine be one of them? 
If so, then | will get that game no matter 
what! | wouldn't care if it’s. all 
in Japanese! 


4. What the heck is Messiah? Is it an 
RPG or what? 


5. Can you guys get me a date 4 


with Aiko? She's cute! 


6. Last, | want a review for 
Twisted Metal 3 or else I'm 
gonna come down there and 
do the Stone Cold Stunner on 
all of ya! 


Max Mallon 
max_mallon@hotmail.com 


Weill Vax, the Nihon 

section definitely is cool. Wait 
until you see ft when we 
bring it back in the next 
month or two. You'll be 
biown away. Now for. | 
THE QUESTIONS!!! ; 
1. Well, I've spoken to 
Titus about this before 
(at E3) and as soon 
as they have — 
some stuff to show us, we'll try 
and get it into the man. 
2. What you have here is actually the 
most common complaint about the 
fomb Raider series. lronically, the 
game was changed because people 
wanted more action. Hopefully the 
third will be the best in the series— 
see the review in this issue. And hell, 
if you're not interested, don’t buy it! 
There are plenty of other games out 
there to occupy your time. 
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| . : Pa it is we will he be back? 
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3. Get your money ready, because, to 
the best of our knowledge, he’s one 
of the secret characters in the 
PlayStation version. 

4, We haven't really had much of a 
hands-on with Messiah yet, so we're 
wondering what the game plays like, 
too. From what we've seen, it's an 
action platform game where you can 
possess your enemies. 

5. Wait in line, bub. 

6. Check out the review this issue. 












“Fina ly, w we are sta ting to see pore. qual- , 
_ity RPGs come to the: PlayStation. In 
“fact, there are starting to be too many of. 
a | Oy that I am, ae to be eon 









ss tei a oat in mie 


: i Heart oo ate : | 
_Jackman@pond. net 7 - elas? I nine Hee i can’ wait ior me 
| , saute batch to eller in, but | 


Hey guys, | just wanted to ask a few oo 
8, an oa un *PyStaton mt st was t released 


questions, and make a few comments. 
Here goes: 


1. Has Robert De Jesus ever done a 

cover for PSM? 

2. When will the Nihon Game Otaku 
section come back? 

3. Is Paris-san gone for good 





a hee and heres wasn't ruck ee on airly | t 
came out right after it. Now that Final 50-70 ae and es so y much ian . : 


a. Vili is 3 such a ated hit, | think that at a 5 t uff t in it that you can a. ve : fe 








ee he Temem boro as in ie PlayStatio 
RPG years. We have so many potential 
ly good games to look forward to: Final 
Fantasy Vill, Suikoden I, Vandal Hearts or . 
Il, Dragon Quest Vil, and Lunar:SSS. The os a 
problem |am having (sincelam onalim- — in 
-itedk budget) is which RPGs are the ones ae pe: ae f publisher. I 
\s rould certainly pick up. If you coulddo also lonuka my Ting ers crosse sd that — 
me a | favor and list a few of the RPGs — Thousand Arms from Atlus will make - 
2 thatyoufeel i - 


. 2 eee the last issue, j 
. noticed that a lot of people are 
sell or. The ra: ’ 


ah woud Eel that. 

















SSSisa personal favorite oft mine, : 


| Thanks for taking time out of your - 
but it seems more aimed e 


busy schedule. 


, dustin Heard / Hi hole 
| dosemandingo@the- { still holds : 
. globe.com up. nero well, _ 

gr 6story-wise, from what 2 
A\ I've seen. But beyond all — 
of these saree there’ es 





Justin, 
I'm here for | 
ya, man... 
1. Nope, but we're Cs 
sure he will someday, just as soon =, . \ 


i 





as the right project comes along. 
Robert is just too talented. 

2. Viaybe next ish...? We've got 
some really cool plans, but for 
now, my lips are sealed! ; 
3. Alas, I'm afraid that Bill is~ 
indeed gone for good. | mean, a 
we still see the guy all the time SA, 
after work, but unfortunately, @ : 
he’s gone on to other things and © 
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Robert De Jesus 
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ic a Toe Son E imple Raanci ae 


oe What a cool piece of art for Metal Gear Solid. We've 
seen stuff from -ong vo before, and he’s easily one of 
the best fan artists around. Go see his other awesome 
illustrations at weww.s : 


‘mnt He returning te PSM Lie want. 
Won LL. vc PORE Tan ity 1) fF ale ‘1S VVaceii 


4. Didn’t get your fill with our 


November Trivia reas. huh? 
5. Yeah, me neither. 


some guys, | guess. 


Blake, | have a question that | think 
maybe you can answer. Ever since you 
Nave been talking about /hrill Kill, \'ve 
been interested, and about a day or so 
ago | went to go buy Jenchu and asked 
about Thrill Kill. At this time, | was told it 
will never come out. The sales person at 
the store | went to said that Electronic 
Arts bought out Virgin and scrapped 
Thrill Killbecause it doesn't fit the image 
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ik Thanks to Matt” 
Nerho® for one of our 
best Lara pics et 


ping oer ee ee ee ea i ee ere Se neee a Se ie 


» We’re getting in lots 
of good FFVIii art these 
days, but not many are 
better than © 2.5 ren- 
detion of Squall. Also, 
don’t forget to check 
out the artist's several 
_ other cool works at 
Hite: // ern net, 
$q/—puUDDY ahs 
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& What's wrong with a game where you 
can rip someone’s arm off and then beat 
them to death with it? We don’t know... 


that they want. Do you know if Thrill Kill 
will ever be released? If not, can | get a 


imported version? | also had an idea for 
a feature in an upcoming Issue: The top 
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PCE Cone NCC =e 


speed lil, any Resident Evil game 


Flight Sims, Racing 


“Watch racer) Boose 
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& Carrie Hall 
sends us this 
cool illustra- 
tion of the 
girls of 
Parasite Eve, 
which she did 
entirely in sale 
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25 most shocking or violent games ever 
made... heh ? 


The STEAK@aol.com 


BLAKE: 
meas 
nelv ad by EA a sir 
done a bit more diggin: 
ject. it turns out that EA s 
game Sena. z os that it | 
bring unnecessary attention to the 
gaming | duel stry aS a whole, espe- 
cially from parents and abet sena- 
tors who are looking to Diame the 
nation’s problems 
good news is that the im 
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Ofer RO ee 
Tony Chan , age 16 


BigEyez10@aol.com 
Evil 2, Streettighter EX, Tekken 3, Metal 


GEar Solid (import) 


Favorite Games:FF 7, FF tactics, Resident 
Quote 


Favorite Games: VVVWVF Warzone, Resident 
Favorite Genre:RPG, Adventure, Shooting, 


Evil 1 & 2, WCW Nitro 
8121 20th avenue Apt B2 


se 7 


Favorite Genres: Sports, RPG, Action 


oe ee ee aS 


Ole (olelo hen = lela Magus) adi mi mam 


Ll 


aaa See ay tone 


o : or ren to the Fan Ar section! Each month v 


ACES it to PSM Fan Art, Ae imagine! Media, 150 North Hill ore eae California 9 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
pan nainenieds com, and label the sunledt heading “Fan Art : Be get busy making © that art! 
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‘ored pencil. ew 


an import from England, so you'll 


iss to be capable of playing PAL 
es on your TV. As for the feature 
, there aren't really that many 

shocking games for the 


Hey PSM. | would also like to wish Bill 
the best of luck. And now, of course, to 
my questions. 


1. It has been almost three years since 
the last Wipeout. Does Psygnosis have 
any plans for another sequel? 

2. Are you guys going to preview 
Nectaris: Military Madness soon? | just 
loved the first on the TurboGratx-16. 

3. | know It Is a little early, but do you 


RolePlaying Games 


STR Cite Everything except RPG's 


Favorite Games: Final Fantasy VII, VWF 
Favorite Games: !omb Raider 1 & 2 


WarZone, RE2, Tekken3 
Quote: “| got 2 words for ya! S*CK IT!!!" 


Pedigree_1_2 3@hotmail.com 


m- David Kuska, age 15 


DeCaY24@aol.com 
a OO) MeSH le lome ke 


665 NW 110th Ave. 
Favorite Genre 
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A Is WipeOut 

1 XL the best racing 
game ever? Well, without 
wheels, maybe... 





think the rumored rally mode in Gran 
Turismo 2 will be as good and in-depth 
as the sportscar part was in the origi 
nal? If it isn't, then | think Sony would 
profit more by releasing two separate 
in-depth games. Maybe they could call 
it Gran Ralle ( or rally ). 

4, Wouldn't a two-player dogfight or 
cooperative mode in Colony Wars 17 
and 2 have rocked? 

5. Why do you still have the fighter and 
rog maker games in your Checkpoint 
section? | thought those games were 
canned for a U.S. release. 


Carlos Garcia 
MANO365@aol.com 


- | got my thinkin’ cap on: 
1. You would be kidding yourself if 
you thought that there wouldn't be. 
The question is when and with all 
the new systems on horizon, it is a 
total toss up as to whether it will 
make a last appearance on the 
PlayStation. We certainly hope so. 
We know for a fact that no one Is 
currently working on a new 
Wipeout back at the Liverpool office, 
but if that changes, we'll let you 
know. 
2. Hey, it was previewed last issue, 
but we won't be reviewing it until at 
least the first quarter of next year. 
Keep your eyes open for more info on 
the title in future issues of PSM. 
3) If there is a developer out there 
creating games that | have conii- 
dence in, it’s the team in Japan 
behind Gran Turismo, that ts current- 


LETTERSY 


JUST HAVE 
TO SEE HOW 
GOOD THESE _ 


“PeySiaion. Iti is kind of like Steel Reign. 


Je is He ay 
7 WI 


ye ‘Unfo rtunately, it will 
probably never see the 
PlayStation, as it is a couple 

_ years old and sort of sucked as a one 
_ player game. It’s still a blast linked up 
| ‘to other players in the arcade. 





Dual Force feels nice and 
provides all the features 
the Sony does, plus a 
configuration to work 
with — 
2 Supp ort | 





2 very tofiable, ¥ 
a batteries often uit 





B/ OF COURSE, \ 
THE PLAYERS \ 
| LINION |S STILL 
LOCKED OLIT.. 






WE'LL 


AFTER ALL, ~ 
THE OWNERS 


\/NG THEM 96,25 
AN HOUR. 











» for me ue wizards 





me : it oe. fake it to thee 


2. Inyour opinion, at is a better buy— 
The Sony Dual Shock Controller 
or the Mad — Catz 
: orce Controller? 






Dual 


- Let's see... 


2 The Sony Dual Shock is my 
_ che oice. While the Mad Catz 





games __ that 
Ee Na mco 





ae = chang the | 







ly working on GTZ. if they decide to 
do some rally tracks, then they 
should some of the most incredible 
rally tracks you've ever seen. They 
will have learned much from the last 
game and ail this new knowledge 






hey guys, | ae two questions 













ith tt ve Mad ee at 


‘LOCKOUT ACTION: IT’S FAN-TASTIC!” 


ARE ONLY PAy- | » i. 





_ especialy i ity you playa a lot ike v we we do. 
around Nera, a 


a was ender ify you | | know eS 


| Controllers 3 ane R3 bower ae rey 
game | know that uses them | Is Tobal 2 


Brandon Rush — 
pameee com 


p> | ‘Bor cs 
that don't cee the L3 © 
and R3 buttons exist — 
only on the new Dual — 
Shock controllers and — 
"7 are activated by depress- 
ing the left and right ana- 

log sticks. In Tobal, they are 

used for charging fireballs and other — 
special moves. To answer your ques- 
tion, there are several games that — 
make use of the L3 and R3 buttons. © 
Colony Wars and Colony Wars 
Vengeance use them. 
Twisted Metal 3 and 
Rogue Trip and sever 
others take adva ntage 
of the extra buttons. — 
They. ¢ can be hard to_ 










Beg 


will be aaa to creating the new 
one. it's hard to imagine how good it 


will be, but I'm expecting to be 
blown away. 

4. Yes, it would have rocked, but 
check out the preview on Blast 


RUN BY THE NICKS, THEY W T EX 5 
TAKE THE LEAD GOING sgh ape datas tl fe 


A Into THE HALF. 
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WHAT ACTIONS 


AW, FORGET I I 






Radius in this issue. It’s a space 
shooter that is darn fun and is link- 
able! That means if you have a link 
cable, you can go head to head on 
two TVs. 

5. Thanks for pointing that out, 
Carlos. They're not in this issue. 


First off, i want to say that PSM is the 
best magazine out there, because of the 
detailed and informative reviews and 
the free stuff in it! | also have some 
questions for Chris to answer. Out of all 
the kinds of Playstation games, which 
female character do you like best? Also 
what fighting game(s) do you like best? 
Since I'm a Toshinden fan, | noticed that 
other then the first Joshinden game, the 
rest of the Joshinden games weren't 
that great. Why didn't Takara make a 
Toshinden 4 to try to build back up the 
excitement and gameplay in the series? 
And last, but not least, | was wondering 
if Street Fighter Aloha 3 and Marvel vs. 
Capcom is going to come out for 
the Playstation. 


Simon Gee 
DougFunnie5@juno.com 


. Thanks for the kind 
words, Simon! Hmm, let's see... 
Well, right now my favorite fighter 
would have to be Street Fighter 
Alpha 3 (which hits the U.S. 
Viarch, by the way). it could just 
be my favorite SF game ever! 
There's no word yet on a 
possible Marvel vs. Capcom 
conversion. Marvel vs. Street 
Fighter should be heading our 
way soon, though. As for my 
favorite videogame heroine, 
that's a tough one, too. | guess | 
could say Lara, but that’s almost too 
easy. Claire’s a good one, too... 
| dunno. Sunny Funny? 
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Each month, we put together three tough tests of skill—if you're good 
enough to meet the PSM challenge, you can win cool prizes and see your 
name in print! Only one winner will be selected from each challenge, so get 
your entry in early. Send in your entries to PSM Top 
This!, c/o Imagine Media, 150 North Hill Drive, 
Brisbane, CA 94005. Include your return address. 
No e-mail entries allowed! We cant return any pic- 
tures or videotapes you send. Enter today! 





wf -— fs; 


this month's prizes are peripherals from nyHo: 2 scorpion dual ShocH coniravers. 
Imulti-rap, 2 super cobra guns, 2 extension cables, 2 trachballs,2 memonjcacs iy sa 
and a set of duke nuhem action figures courresy of of interactive! et 





Rescue All of the Mudokans Get 105% : - 
} : Get the Best Time 

Abe's newest adventure is a lot of fun and you can : While it's true that pretty much anybody can beat all; | a 

make your way through the game without rescuing : Of the levels in Crash Banaicoot: Warped, only the X Games Pro Boarder is one of the better SNOW- 

a single Mudokan if you want. The true masters, : dedicated will be able to get all of the gems and chal- : boarding games out there and the halt pipe is one of 

however, will not rest until they have rescued all _ ices and earn the coveted 105%. This means you'll : the most intense events. Our challenge to you Is to 

300 of their captured comrades hidden in the game. : a!so have to find all of the secret levels as well. After get the best score you can on the half pipe event 

If you manage to complete this herculean task, then | YOU accomplish this lofty goal, make sure you snap : using whichever character or board you want. Send 

be sure to capture your reward (you'll know it when : 4 polaroid of the screen or record your score on : usapolaroid or videotape of your top SCOre and we'll 

you see it) on polaroid or videotape and send it to - videotape and send it to us. The first entry we : putyouup against all of the other entries We Tecelve. 

us. The first correct entry will be our winner! - receive that is correct will be the winner! : \Whomever has the highest score will be our winner. 


Oh no—we'’re almost at the 
end of the issue! These 
things sure go by fast... 
Anyways, before we go, here 
are a few parting shots: 
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Steve and Randy Nelson (of IGNPSX fame) find out that it real- 
ly is a small world after all at Tokyo Disneyland. 


The place: Tokyo Game Show. The 
scene: Steve poses with the Street 
Fighter gang. What you don’t see: A 
second later they all kicked the crap 
out of him. 





YOU GOTTA 
BELIEVE... THis \ 
COSTUME REALLY } | (iiimecnite 
DOESN'T SuUCK./ § 
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It was East meets West when the U.S. Crash met his 
Japanese counterpart. “You look stupid”, they both said. 
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Chris loves Japan, but he 
can’t stand the food. Did 
somebody say McDonalds? 
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ees ooee | & We would rag on 
Ee a ee Eug’s Halloween costume, but no 
: Sales Se eee tee one else wore one, so he’s off the hook. 
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Welcome to Otaku Station, the official PSM 
gift shop! Here you can find high-quality 
PSM-branded clothes and gear. Each item is 
personally deemed cool by the PSM staff 
before hitting this Is page. Take a look around! 
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PF youcAN 
NEVER Ge WRONG 
“THE BEST PLACE INTHE ve 
” UNIVERSE FOR QUALITY PSM 
_ MERCHANDISE! AND NOW T'D- 
LIKE TO INTRODUCE My GOOD 4 
FRIEND, 


oF 


ea a 


SHORT-SLEEVE rp y ay) 


Illustrations: Robert De Jesus 


FAAND 1F YOU BUY MORE THAN 1 ITEM, YOUFLL GET THIS Cool Gimimeso 

ONLY AVAILABLE IN OUR FIRST ISSUE === =) 
TO ORDER BY PHONE JUST CALL TODAY! Pe 
(MERCHANDISE ORDERS ONLY) ~  SWE'RE ALWAYS 










































ll Check or money order made payable to AS MUCH AS You 
i “Intaglio.” (Sorry, no CODs.) LIKE! THANKS FOR 
i Visa _) Mastercard |) AmEx ' SHOPPING! 
Name: ie ate WN Account Number: Q 
address: Expiration Date: ae i 
Ps ee | SMO Ee gee NS (Your account will be charged by Intagllo.) i 

, Gity: State: Zip Code: fae ' 
iPhone Number or E-Mail Address: 
y PSM Baseball Gap Quantity: he 2 5 19:50 =A Sa Navy blue only i 
y PSM Ski Cap: pret ee ees eit ees QUAY: X $19.50 = $ Black only 5 
i Short-Sleeve PSM Buttons T:.................Quantity:__ X $14.50 = $ Blue only Size: M L XL i 

Short-Sleeve PSM D-Pad T: ....................Quantity: xX $14.50 = $__ Black only Size: M L XL ' 
! Short-Sleeve Banzai Chibi-Chan T:........ Quantity: X $14.50 = $ Orange only Size: XL 
Long-Sleeve Banzai Chibi-Chan T: .......Quantity:_  X $24.50 = §$ Navy blue only 
I CALIFORNIA residents add 8.5% sales tax... $ f 
j SHIPPING & HANDLING? .ecceccccsssrcccscccccssscvesesseceeseesse-sUnited States........add $5.00 $ F 
Canada.................add $7.50 $ 

International..........add $15.00 Spi cee — | ! 
H TOTAL Si ais inepentent Playotation Magazine 
fl Order must include payment. Products subject to availability and may change without notice. Please allow 4-6 weeks for delivery. All checks must be in U.S. dollars and drawn y 


ona U.S. bank account. PSM is not responsible for any duties or taxes imposed by countries other than the U.S. during the delivery of international orders. 
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illustrations: Robert De Jesus 
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be E Danny 

drt3@juno.com 

6 Titonka Ct, Rockville Maryland, 20855 
Description: | am willing to trade: Blasto, or 
Nascar 98 in exchange for Grand Theft Auto, 
World Cup 98, Tenchu, Metal Gear Solid, 
Suikoden, Rouge Trip, Madden 99, NCAA Football 
‘99, Megaman Legends, or Spyro. All trades will 
come with a demo disc with Tomba, NBA 
Shootout 98, Speed Racer, Gran Turismo, and 
Grandstream Saga on it. Please e-mail me!! 


i Jimmy Borovsky 

4101 James Mill ct. Apex, NC 27502 
Description: |'m selling Riven, NSP2, Twisted 
Metal 1, Tekken 2, Die Hard Triolgy, a few demos 
w/ case and tip sleeve, NHL 97, and a few other 
games. | will trade for Vigilate 8, Ace Combat 2. 
Write me if you are interested. Thanks ! 


ie Tyler Cook 

macook4 @aol.com 

Description: | have a set of cordless controllers 
for $25-$30 dollarsand Jet Moto, Crash Bandicoot 
and 2Xtreme for $20-$30 | am really looking for 
Twisted Metal 2, Crash 2 Jet Moto 2 and Tomb 
Raider 1-3. 


je Josh Akers 

joshua@goldcom.com 

1253 Savage Rd. 

Salem, Oregon 97301 

Description: | am willing to sell Gran Turismo 
($30), Destruction Derby ($17), or Final Fantasy 
Tactics($30). Please e-mail or write if interested. 


m- Karl Loebach 

jloebach@compuserve.com 

50494 Bellaire 

New Baltimore, Ml 48047 

Description: | am willing to sell\trade Twisted 
Metal 2($20-$30), Warhawk($10-$15), Crash 
Bandicoot($20), Crash Bandicoot 2($25-$35), 
NHL ‘98($30-$35), Madden NFL ‘97($15-$20), 
and a demo disk($3). | have a Crash Bandicoot 2 
strategy guide | would also like to sell($6). If 
you re interested, please e-mail me. 


im Troy Hurdis 
liquid_snake_13@hotmail.com> 

Ontario, Canada 

Description: | am looking to buy a used 
Playstation in good condition for a reasonable 
price, depending on extras. |’m also looking for 
games such as NFS 3, Cool Boarders 2, Twisted 
Metal 2, Sim City 2000, Resident Evil 1-2, Tomb 
Raider 2, Gran Turismo. 


i Clayton Walker 

Ciberkillr@AOL.com 

La crescenta, California 

Description: | want to sell or trade some old 
Playstation games, including Tekken 2, Project 
Overkill, Die Hard Trilogy, and Street Fighter Alpha 
2, all for $20. | also have some SNES games that 
| want to sell. They are Earthworm Jim one and 
two, Megaman X, and Final Fantasy Two, all for 
$15. I'll trade this stuff for Samurai Shodown 3, 


_ Bradenton, FL 34207 As 







Raystorm, Command&Conquer, or Samurai 
Shodown 4 (Japanese), all for PSX. 


bm Miguel 

metalboy9@netscape.net 

Trade Type: Sell 

Item: Games, Accesories 

Description: | am selling Disruptor ($15), Colony 
Wars ($20), Resident Evil, the original version 
($15) and Sony PSX Controller ($10). All CDs 
with booklet and controller is in excellent condi- 
tion. E mail me if interested. 


im Jake Vining 

jvining@hotmail.com 

30720 403rd Dr. NE 

Arlington, Washington 98223 

Description: | want to get rid of some games that 
are just collecting dust but are good games. The 
games are NHL 97, College Slam, 2 Xtreme, and 
TNN Motor Sports Hardcore 4X4. E-mail me if 
you are interested in these games. | will trade or 
sell, so give me an offer. 


Bb T.W. 

madden9_9@hotmail.com 

Wolcottville, IN 

Description: Willing to sell Courier Crisis ($5), 
Felony ($8),Crash Bandicoot 2: Cortex Strikes 
Back ($12), March Madness ‘98 ($6), JetMoto 
($4). All games in great condition. E-mail me if you 
are interested. 


be Chris Welz 

c_welz1@yahoo.com 

Vernon, Connecticut 

Description: | am selling my playstation in 
extremely excellent condition! It comes with 2 
controllers, 5 games and a memory card! Get all 
of this for $160! E-Mail me if interested. 


b> Neil Cleaves 

count_dracula@hotmail.com 

Description: Looking to sell Square demo disc 
with playable Bushido Blade and FFVII, and 
videos of FFT and Saga Frontier. The FFVII demo 
lasts from the games's begining to the destruc- 
tion of the reactor. Contact me for more details. 


be Mike Montesano 

Tucson, Arizona 

mike1370@hotmail.com 

Description: Looking to trade Madden ‘97 and 
Soul Blade. Both are in mint’condition and tn orig- 
inal cases. Would perfer to trade straight up, but 
will take best offer. 
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i Terry Jordan 

tejj@hotmail.com 

151 S. Morgantown St. 

Fairchance, PA 15436 

Description: | am willing to trade or sell Final 
Fantasy lJactics, Theme Hospital, Monster 
Rancher, NBA Shootout ‘98, Tecmo’s Deception, 
Tomb Raider, and Perfect Weapon. | am looking 
to trade for Alundra, Beyond the Beyond, 
Suikoden, and/or other games. | will entertain all 
reasonable offers. | also have a few other games. 


= 


b- Jason Kirckof 

Suarus@yahoo.com 

96 Bryd H 

Steilacoom, WA 98388 

Description: | won Einhander in a contest, but | 
already own it! | am also willing to sell or trade 
Wild Arms, Street Fighter Collection, Time Crisis, 
and Resident Evil Directors Cut. Looking for 


Azure Dreams and Kartia, will consider others. 


Im Joe Eveland 
justin_credible9@hotmail.com 

Mattoon IL. 61938 

Description: | am looking to sell or trade Mortal 
Kombat Trilogy and Twisted Metal for $20-$25 for 
both of them. Will trade for Triple Play 98 or 99. 
Will also buy one of them. Also looking for any 
demos or dual anolog controllers. Both games in 
good condition. 


B= Kevin Han 

Penyo98@aol.com 

Fontana, California 92336 

Description: | am selling my Duke Nukem 3D 
($35) and Bushido Blade ($25) Both games are in 
perfect condition. E-mail me if interested. 


je Jared Mosier 

deadlyfool@juno.com 

19311 78th st. east 

sumner, Washington 98390 

Description: | am selling analog joystick(($40) 
Dual shock controller($30), 2 regular con- 
trollers(20$) for both. Playstation game console 
($80) close to mint. Command&Conquer ($25), 
C&C Red Alert($25), Crash Bandicoot 2 ($20), 
NFS3($30, Area 51($15), Jet Moto 2 ($20), Blasto 
($30), Ridge Racer ($15), Tekken 1( $15), Iron & 
Blood playable demo ($5), Burning Road playable 
demo ($5). Also a memory card( $7). Or buy it alll 
for $350. 


l= Cosmo Lombardo 
Coolkath1@aol.com 
Chicago, |L 
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Description: | have a Japanese versions of 
Parasite Eve, Resident Evil and Resident Evil 2. | 
also have a brand new Mortal Kombat 4 game 
and a Dual Shock controller. E-mail me for details. 


im Seymour Slump 

slumped@yahoo.com 

7503 Cozy Valley 

san Antonio, Texas 78242 

Description: | wish to either sell or trade. | have 
Tomb Raider, Area 51, Star Wars: Dark Forces, 
and a Pirahna Pad Controller. | seek Parasite Eve, 
Final Fantasy Tactics, Need For Speed III, Bushido 
Blade, and if at all possible, | also seek a Sony 
Dual Shock Analog Controller. 


le John Gaughran 

Jgmax@webtv.net 

317 Columbia Ave 

Jersey City,NJ 07307 

Description: | am looking for Parasite Eve, 
Rogue Trip, Darkstalkers,NFL Blitz, and Duke 
Nukem. | have Vigilante 8, Felony 11-79, Loaded, 
and Bushido Blade for sale or trade. Will do a two 
for one depending on the game offered. | also 
have mod chips, Cleaning kits that remove 
scratches from any cd's, demos, and cd-r back- 
ups for sale.E mail me with offers or you can snail 
mail me your # and | can call you. Thanks. | also 
have a psx for sale with the mod chip installed 
already. email me with offers. 


ie Matt Bernhardt 

Venom46190@aol.com 

Chaska, MN 

Description: |'m willing to trade or sell Resident 
Evil:Directors Cut (about $25 w/R.E. 2 Demo 
Disk), Test Drive 4 (about $30), Amored Core 
(about $30) and Gran Turismo (about $30). All my 
games are In mint condition and have the books. 
I'm looking for Tomb Raider 2, Alundra or almost 
any RPG, and a dual analog controller. 
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_ We've had our eye on Konami’s Silent Hill for quite some time, and 
it just keeps looking better and better. The title was inspired by 
—_ another well-known “survival-horror” game, so next month 
ne we I] atte! m ot to answer the 0 bvi ious qu Q sti on, y H OW 

: ———— does it compare to Resident Evil?”. if the game turns out 
as good as we think it will, you cant afford to miss our report! 
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= Hummer? exclusive- The only place you'll drive the world famous Hummer ® Awesome Soundtrack Featuring: Sevendust, Gravity Kills, and Fear Factory , 
~ & Dual Shock? Analog Controller support- Vibration so real, you risk whiplash! ™® World Tour mode- Blow away your competition in Ca eS SR OAR CE SE ULL FU Mee 
= 12 gnarly tracks in’6 real world locations- Go muddoggin’, spray rooster tails, blow snow, churn up sand and surf- or bash, crash and smash your opponents into boulders, trees, cliffs or mud pits. 
SHOR UPAUL UCC IEE CCRC CUCL Usa Ca CMC Cae Mee PPD URE RS eC Cherokee, Dodge® T-Rex and more... 


For your free Test Flight, download the demo at www.accolade.com Om Cy direct, call 1.800.245.7744 — , 
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Test Drive Off-Road is a registered trademark of Accolade, Inc. ©1998 Accolade, Inc. All rights reserved. All other trademarks are of their respective companies and are used under license by Accolade, 
Inc. PlayStation® and the PlayStation® logos are registered trademarks of Sony Computer Entertainment Inc. Hummer® and the vehicle’s grille design are the registered trademarks of AM General Corp. 
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‘t reacquainted with an all-n 
d his Miss Adventures. 
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e All-new intuitive camera system guides you through hazardous 3D missions 





¢ Over 25 all-new disguises with new abilities like scuba diving and snowboarding 





e All-new full-motion video link to Baywatch's Marliece Andrada starring as Agent Xtra 





e An all-new GEX spits fireballs, controls tanks, crocodiles, burros and more 





e Over 1,000 all-new celebrity impressions and wisecracks | 
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| WWW.eidosinteractive.com | = CRYSTAL 
CoA A ee a eae DYNAMICS 
www.crystald.com a 
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